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FORMULA ONE GRAND PRIX 



Can Microprose help you become 
the next Nigel Mansell? 



LATEST LYHX GAMES 



SOME CRACKING 




GAMES IN 
PUBLIC DOMAIN 



9 



770958"770 



27 



1 0 



CASSETTE BARGAINS FROM PAGE 6! 



New cassettes from only 95p each including postage! 

Enhance your collection with these brand new game cassettes 
available now from PAGE 6 and NEW ATARI USER 



KIKSTART 

Thn ultimate Dl'-nMd motorbike scramble- s-imii- 
InhK. Quid* your rider caralully over the obsta- 
cles inlMftlll atflon slmulalar lor 1 0lajf*r 
jgainsl Hie compulW OF 2 players aoalnsl e4Ct1 
Other 8$ waII as the clock 



180 

Whnl can we say° A m in ■■' riri " n rhJ lunge. 
Eight oppomnris, digilisrcd Speech, two player 
oplian. live joyBlIek eordrol, Full rnalchfllfly 
spring, ■ sense 1 OF humour, sunerc. playablhly. 
U is 0*10 Heus 1 all! 



SIDEWINDER II 

It I* 27 years since lha battle dt war 
wllh 1h9 pluana. 27 ye art i3i p**ce hnvm nlgned 
in Ihe Wesierp Spiral Arm o1 Ihe Galaxy. All Ibis- 
<•, about In cr-anaB. Step abnarri yoor craH and 
fwepare to deiatid mankind in tllfe all acllon 
ripacE blasi 



ON CUE 

Control that cur ball/ A challenging real IHe- 
ilmulHrtlon which combine* Pool jinrj Snooker 
on Ifib 1 siine capa*Me. An atraolufte fflUBl 1or 
bnih anlhusasls: and b*ftlnnars alite. Gredtly 
addltHvp 



QHOSTBUSTERS 

Hea anybody seen a ghofilt? Metier of fa c I ye* 
I itv bevel M 1hisL very moipenl hundrads of 
gbosts ate making, their way to the Inrameua 
spook cenlral. Oftfy you C*n uvi the worid 
Prom a entailer ol biblical pHHJOrtlona. So go 
arbd show "em how you da d! 



NINJA 



BlBtffi trw bait oH all OlhW mB^Hal arts games! 
Thar'4 ell I? *ays an 1he Inlay! Someone sure 
reckons this ia 1he bfl*1 punching, kicking 
ducking and diving game around 



Th» only 1nje arcadt version *1 1hn classic 
gamB Boulderfl^nh. r here are four levels on 
finch at five different *orMs w1h lour soreene 
on each ItiMd. II all adds: u p to eighty lotally 
rJIrlerfunt plBYlng seraens. 
1NCL UDES FREE CAME - CRYSTA L 
RAIDER 




Malgnad In Fort Rutker, lhfl "U$ Army Hrficdp- 
Ler TrMrHng School based ih the Nevada desetl. 
yaur aim is 10 become |rw best chopper plot 
tMB *lde n1 lhE Iron curtBlFI. A real PYoleclor! 
Your miflS-iC-n nonsisls or a strategic Pablo of 
wis bc'weer yOurSJSlF .nd cither arulher ^101 
Of a compuler conlf oiled flPV jHamole Pilotless 
Vehicle) 




ROGUE 








you am me ROGUE. YflUr mla*ion is la search 
Ihe DuhQeOhB ai Doom for Hit Ami*lF*r ot fen 
dor. In the dungeons you will Find many IhlngB 
10 aid too quEsI lor Ihfr A*mjl*t You will also 
encdurYleir rflHEtrHomc monsle-'s ^ ■' l endlsh 
-hrapo ihal wil ctullong* all your skills 



UNIVERSAL HERO 

Or*y tflvon seconds lefl Lo Save 1he plnntl!: 
Universal H*re has ta save his *fkln WVH every. 
body P5E s by rinding ndr. In rcpa r a shunle to 
08 1 to B planel Id pick up Ih* «pe rftS |D mE-nd * 
space- Trtlgmor which is oul ol OWlirol iml 
about to blow him an* his chances o\ gelling 
back 10 OPiih te aloms. k nail biting, mulfr 
dimenaionBl. ht-rns Arcade A-dYEnCur-e' 

HENRY'S HOUSE 

Lltll* Hflnry h as shrunk. h> mU5l navlgale hni 
way through 1he royal household to rirwf Itia 
cjuia. Avaidriu. all Ihr- f.r. eludes in his path. 
Irorn ternble iDolribrL-she-*. through pestlreroiia 
pafrfile- end Chats chasing chlckena, to fl ilnal 
ancouniBT wllh th* vlnloua varnpirE! Atkr^i*- 
ledged by all reviewers a* 0TO 0< llw bait Alari 

BOMB FUSION 

A ^rrorlfit gang has plauiad twrnbs IhraughouS 
Iha Selksracfll* Nuclear ProcE^aing Plpnt and 
you, as bjc su0*r hero i»K atler Hie 'Boris 
Alnir i have lo go in and SflVv lr*e plard and 
possibly t h o Northern Hamlspbtr* Iron des 
Iruclion 



MILK RACE 

Cycling l.nDO milES Is nu- (near. r*ai - and you 
could end Up 1 Baling prelty eshau^lsrj by 1hn 
-time you've liniahed playing Ihis superb »ace 
BlmulatKHi designed esfrt'Clally In con|unc1ion 
wllh toe Milk Rncr 



GUN LAW 

FoUt rPKHllhB ol bloody alien BltaCkB have laketi 
tbair loll - all Ihe surviving inhabilania har? tlnd 
And arson attacks have been made on your 
we-apon alor-B&. they destroyed Whet yqu could 
nol carry aWfly. Tou are lelt te figfll alone 
agjlnsl rulhless al>d bl">: - ft* ;r:;:v kil ^r^: 
ju-sl B Blngle machine gun 




II 



_^ . ... 




Hie Mutated 90 fool high, laser Spming doa^h 
:1s have rtibBlfed against their capiors. the 



Zzypxlens and are oul 1or revangal All acllon. 
highly graphical shoat-em-up Item Jen Mintcr 






DESPATCH RIDER 

.ju !• ihe rj'ovjng bund ol y!re#i d^mont :ho::2 
learless hOHlerB WflO lamfy ttw popdlaUon OF 
nr r. g cities la gel Ihe parcelB Ihraugh. Plan 
your move* to make some rnuufy hi.jl rlon t 
take lao lahg - 1 ^e !* always short. Gain an 
In&lBnt macho raling and be B despatch rider 
wnh rh S all echon simulation 



INVASION 

Mobilize your units and prepare 1or tMtlKf , This 
all action spade conlllcl requires skill, etraiegy 
md Indies. Vou musl deet'Oy the woalher con- 
irol slallon In order lo win Ihe ttttlle but every 
move you fnaKa 1hB enemy will counter, and 
they're waiting tor you 10 mBk* just one fatal 
slie up 

LOS ANGELES SWAT 

Special AaOignrnnnt. Rescue Ihe hOUBgeR trom 
Ihe lerro«al IJJings hoidmg auL In Weet L.A. 
C. nnn up the si reels. Blow flway Ihe bad guys 
and he a hgro on network T.V.I Fill end you 
won't be ooffllng bade to watch il. AH action 
loyetick bending combat rorlhose with Ihe skill 
io survival 



SPEED ZONE 

Enter The ^peodzonc in a IrantiC -delence 
against marflUdlny alien Farces. A survey Bhlp 
*Anl m1a 1he area i;oH'*e .mdar aHack. As an 
ei'MEtrny vasj;nl draws closer vOUf " rVtA^H-ih. 
class aLiack crah >r launched 




FEUD 




TO Mrfn at Faufl you must "-n4it-«|l«H" your rival 
Wizard LeanftTO. In Kioke s herb gar-dell yOU 
will 1lnd the ingredient 1cr your spells but 
tread cararnlly as strange Chinga CBn happen in 
this gama-Ol mefj*c and mystery 



PANTHER 

Save Ihe la*1 humans on Kenori L--.-I" - Iha allan 
hordes 1urn I ham IrsJO Sunday roast! Take your 
ground attack ship IhrOugh 1hls 3tl iciotlllng 
meg-a sliOot-em-up wilb greal grtphiirjs and un« 
believable soundtrack 



MORE CASSETTES ON OUR ACCESSORY SHOP PAGES! 

Any one cassette £1 ,95 - any two £3.50 ■ any three £5.00 ■ any 4 £6.50 - any five £7.50 

or select ANY TEN CASSETTES FOR JUST £9.50! 

All prices are inclusive of postage 



Use the order form on our Accessory Shop pages or just write or phone. Credit card orders accepted by telephone on 0785 21 
Send to: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1 DR 

Overseas please add 25% postage for Air Mail 



The magazine 
for the Dedicated 
Atari User* 
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A very nice puzzle to keep 
your brain olive! 



SUBSCRIPTIONS 

Annual subscription rates (6 issues) 

UK £12.00 

Europe (Air Mail) £15.00 J 

Elsewhere (Surface) £15.00 

Elsewhere (Air Mail) £21.00 

OvE-rsE-as rates relied only Ihe difference In post* I pQ4lS 

NEW ATARI USER ON DISK 

A disk containing all of the 8-bit programs 
from each Issue Of MEW ATARI USER is 
available either separately or on subcrip- 
lion. Single price £2.95 per disk, Subscrip- 
tion rates (6 issues) 



£25.00 
£32.00 
£32.00 
£42.i 



UK 

Europe 

Elsewhere (sea) 
Elsewhere (Air) 



Please maice cheques payable to PAGE 6 
PUBLJSHING and «end io the Editorial 
address shown below 

SUBMISSIONS 

PAGE 6 welcomes mc\ encourages ils readers io 
submii, ancles, programs and reviews for publi - 
cation- Programs must be submitted on dish or 
cassette, articles should wherever possible t>a 
submitted as texl liles on disk. We seel? to en- 
courage your participation and do not have strict 
rules Tor submissions. If something interests you, 
write a program w article and submit rt! Appropri- 
ate payment will be made for all published prog- 
rams and articles, all payments being made at the 
end of the second month shown on the cover of 
the issue concerned, 

AH original articles, programs and other material 
in NEW ATARI USER is copyright of the author- 
as credited. All uncrediled material is copyriohl 
PAGE 6, Unless containing ihe oy line 'All Mights 
Reserved 1 any material In NEW ATARI USER 
may be reproduced by User Groups and otriar 
non-profh making organi&alions provided thai 1Mb 
author's name is Included and PaGE 6 is credited 
as ihe original publlsner. Permission to publish 
alsewbere should be obtained Irom PAGE $ or 
the author. Editors of newsletters reproducing 
material ars requested io send a copy oF h 
relevam issue 10 the Editorial address ol PAGE 
6. Whilst we lake whatever steps wu can to 
ensure ihe accuracy or anicles and programs and 
ihe comenls ol adverlisenierils, PAGE & cannot 
be held liable lor any errors or claims made by 
advertisers. 

ATARI iTbA) is a registered trademark of 
ATARI CORP. All references should be so 
noted. NEW ATARI USER is an independent 
publication and has no connection wilh Alari 
or with any other company or publisher. 



The next issue of 
NEW ATARI USER 
will be an sale 26th November 
Editorial copy data is 19th October 
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the Dedicated Atari User' 

ISSN No. 095&-77Q5 

THE CREDITS 

All nfihe usual stuff is on paf^ 3 bul here tire 
lh+j people who made: ihis Issuer possible. 

Lea El Li ugh am will shortly be nfoin^ inLo a home 
for lite incurably exhausted! It seems ihat most 
of ihe Lime between this issue and the last has 
been spnil in lu gg ing plasterboard abov " ' > 
irifT partitions, knocking down walls, ftltln£ car- 
pets and other eraxy, exhausting things that 
nave nolhintf to do wilh p--:i<luniiLi; ;i m-Li^azLne 
thai liad to ft 1 1 l- ^- 1 In during the. woe small hours. 

Sandy was the one who maintained a sense of 
normality and carried on with all rho ot'iioi: work, 
dealing with orders, paying the bills and answer- 
ing the. phones 

Paillette displayed many mure talents than We 
thought she had showing a dah hand wilh the 
paint brush and volunteering beyond the eall of 
duty - a very sincere thankyou to you, Paulette 
(well hold the. pholo Ull the next Issue!) 

The Regular Contributors, who provide ihe back- 
bone of the magLwin*.- ami can generally be rched 
upon to eome up with #ood articles and reviews, 
are .... 



John 5 Davison 
John Sweeney 
Damon Ho wart h 
Dion Guy 



John Davison Jr 
Paul RJxon 
Ian Finlaysqn. 
The Tipster 



All olher eontribuLors tor this issue are iudi 
virtually eredlted alongside their articles or proj^ 
rams. ThanJt.s lo evcrvhody 1br sharing, their en- 
thusiasm wilh other Atari users. 

The eover Is a depletion ot' one of Lhe looly games 
mentioned En this Issue and Ls a welcome ehange 
from the screen shots - it would be nice toget 
dressed up again {remember those cowrs?) bul 
Limes change 

TTils issue the music canv. 1 ln\m JyFin Prints ,Iafm 
Princ Nrid ... t*v ... JriJiri iw»s? I t±\is planning to go bo 
ihe Cambridge Folk. Festival to see the gentleman who 
IS one of thf I'l'li'M i'j ir,v t/ .-irji if^i .-.'fri t n iii txiMli-iu r- 
h\{f /zrtfUiiTiif fifitistrutntejoroed us to change on/ 
plans so to help eope lutth the disappfjirrtrnt'ni J inom- 
icd in The Missing Yt&rs uthfch has been on the CD 
aknost nan-stop this issue. The onlg other ones thai 
got a play were Madre Brcnnan, Jcunffcr Wvxnvs 
{both mentioned Jas* imtel and liohin U'efltamson. Re- 
member the ISB competition last Issue? Well il was 
too easy with no \ess than two poopl* g6tan# H right} 
Stew iWitrheN hwc a en ufhi* rfitice by now. 
~ihix time i LiviH going to drop the competitwn but I 
can't restst Has it gwes me great fou la know rFuj i 
there are others wlw* xfuzre my taste for the sought of 
must that keeps the sptnl altve, This time a CD of 
chotec to the first person In U't mrr ktw\r. tvlmi wu* 
,.tf>}\i\ l*riritrs ncfiupaiiort before recording his debut 
album and which weli known singer Li - emitted v.s 
having discovered him in Chimpo? 

The next issue of NEW ATARI USER could 
feature YOUR article or program, 
so SEND IT IN NOW! 

FAGt C shows jusJ what yon >om do with ynur Atari. .NOT 
ATARI f.'.SJ-./f hai- always been treated entirety with Atari 
equipment, initially on the XI. bal morv lately with a Mega 
ST ami other Stuff, »-hf* netdv FC'c or Macs? With ihe 
exception of the final output iw a Unotron and the **f an 
in-hoaxe repru camera for Ihe phvlox and hstaifis L'urvfhitif 
Si d&ne on the ST, Hard* ore fiwbuiM a \fega .STJ i upgraded 
it) 4M&l r SMI 25 Mimitaf, Sir^flf 3&Mb Hard Difk, an Atari 
f Jixrr Printer, Ciihrn 1 241? printer, f'hittpi CMXXJ.i Mnnthw. 
t.WX£, rfi.cA- dri*t> drive, X!\it inirrfn-r, AW 

KtH.i printer. Print ipat Mtftw-anr mid is ProtfXt and Fleet 
Sirsrt PuMi\h-cr ttther Jtr^/rtranr inetude. 1 ! hermit, Ttin- 
Talk, Turbo Basic nnd various euttnm wriitrn program. 1 , on 
the XLiXh. Article* umt prwgrms submitted on XUXfi ditto; 
are xahjected tit i custom written program fa intr 

bting tronsj'trri'd tu r^-,*, tit ih*' ST via TARITAI.K. Ail major 

edttinfi Li done n ith Protext and page* ore toid tmi *ith First 
Streei Puhtiiher. A divk n ith the finish* d paget as P&Stseript 
fllti it ■■V'Jf J"^ a r\,ppwtiiu£ bureau ttt be output on a f.inotrvn 
and. frt'} pmlo. f.-tfehr,, 1 p.i%. - 'i'. ■.. ji." but t, s rarity as you 
ser thrm. It realty dott- ^ ork! Ul il\ai \s iVir ■'■ If :ir,-. r .- ;h* 

listing! and photos. 

H>£f, it's not quite as easy as that tut you get thr idea! 



A NEW ROAD 



With this issue of New Atari User we reach a turning point in our Long and 
interesting existence. Various factors such as hitfh in teres! rates* reluctflrlt■t , 
of the news trade to support smaller circulation magazines and reducing 
advertising income mean that fram ihe mwt isnue New Atari User iviil 
become ci s ubsvripti an ufily m&g&zine* 

As you know we are the only national magazine in this country (and one of 
the few worldwide) to support the Atari XI ,/XE machines and we intend to 
continue that support for many years to come but* of course, we need your 
support hy subscribing to the one magazine that will support your mar hi no, 
You might also like to subscribe to keep in touch with an alternative, 
no-nonsense, view on the ST and for our regular reviews of games for the 
Lynx. Whichever, your support is vital to ensure that you can continue to 
read about and learn about your favourite machine, 

1 know times are hard and some of you will find it difficult to find the cost of 
a subscription but consider the effect of not having New Atari User every 
eouple of months, Not only do you lose all the programs and articles giving 
life to your machine hut you will also lose contact with those companies that 
are still supporting the Atari* New Atari User is the focal point for support of 
the Atari Classic machines in this count ry. If you just dip into your packet 
and subscribe to New Atari User now, it will be the best boost for your hobby 
you can possibly make. 

I have deliberately kept this editor m\ shnrt to get the message across as 
simply as possible. You uuitt not be able to buy New Atari User from jour 
newsagent in future, you muRt aubRcribe. Of course we have no means of 
knowing who you are so we cannot give you a reminder later, so turn right 
now to the subscription form and send it in. If you have enjoyed New Atari 
User in the past and are enjoying this issue then you will surely want to 
continue? 

I look forward to your joining us on a new road, a long and interesting 
journey lies ahead for all of us who support the hest micro ever made - the 
Atari Classic as they now call the S-bit in the USA! Join us on the journey. 



See subscription form on page 6 or inserted in this issue 



IsiUS 5& - New Atari User 



THE SHOW FOR THE ATARI 8 BIT 




Saturday 14 November 1992 

10.00 am - 4.00 pm 

* All Formats Supported including - * Atari * Commodore * IBM PC * 

* Atari 8 Bit * Einstein * Dragon * etc etc * 
* Computers * Accessories * Electronic Components * TV & Video * Books * 

* Radio * Media * Disks * Printers * 
* Bargains galore for the Electronic & Computer Enthusiast * 

AA SIGNPOSTED FROMJ14 OF MS MOTORWA Y 

Avoid the queue and enter the FREE DRAW to win a 480cps Top Quality Dot Matrix Printer 

worth £1,700!!! with every advance ticket from the organisers 

Sharward Services, Upland Centre, 2 Upland Road, Ipswich, Suffolk IP4 5BT 

Telephone - 0473272002 Fax - 0473 272008 



ADULT £2 * CHILD £1 * 

New Aiari User ■ lisua 58 5 



HOW TO GET NEW ATARI USER 



FROM THE 
NEWSAGENTS 

THIS THE LAST COPY OF NEW ATARI USER 
TO BE A VAILABLE FROM YOUR NEWSAGENT 

■ LIMITED NUMBERS OF EACH ISSUE WILL 
BE AVAILABLE FROM THE PUBLISHERS BUT 
TO ENSURE CONTINUED SUPPORT OF YOUR 
ATARI YOU MUST SUBSCRIBE 



MAGAZINE 
SUBSCRIPTION 



For j our copy rjf the ONLY magazine to support the 
ATARI XL/XE and the one that gives the alternative 
viewpoint on the ST subscribe NOW! 
A six issue subscription is available in the UK for 
just £12. Remember the magazine will not be 
available Tor purchase from your newsagent 

OVERSEAS RATES: EUROPE £15.00 
ELSEWHERE £2 1 .flft by AIRMAIL or £15.00 by Surface 

NO PRICE INCREASE ON DISK SUBSCRIPTIONS 



OVERSEAS 

THE MAGAZINE WILL NO LONGER 
BE A VAILABLE THROUGH THE 
NEWS TRADE - YOU MUST SUBSCRIBE 
TO OBTAIN A COPY 
SEE SUBSCRIPTION FORM BELOW 



DISK SUBSCRIPTION 
SPECIAL OFFER 


VALID UNTIL 3h\ 

1 1 mm 

1 A SAVI1 


I OCTOBER 1992 ONLY 

X FT ON JUST £20 

VG OF £51 



YOUR SUBSCRIPTION WILL HELP 
KEEP THE ATARI ALIVE! 
YOU KNOW IT MAKES SENSE 



TELEPHONE SUBSCRIPTION 

Simply phone us on 0785 213928 
quoting your credit card number 
for your subscription to commence 
with the next issue 



YES 



I want to show my commitment to Atari by subscribing to NEW ATARI USER 
Please commence my subscription for SIX issues from Issue* 



* IrseM commencing Issue number 



Name 

ess Q I enclose Cheque/Postal Order for £ 

PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING 

□ I wish to pay by AccessMsa/MaslerCard/Eurocartf 
Card No: 



Q ORDINARY SUBSCRIPTION UK £12.00 Europe £15.00 L-H— □□□□□□□□ □□□□ 



Elsewhere Surface £15.00 Elsewhere Air £21.00 Expiry date; I II I f 1 1 I 

□ DISK SUBSCRIPTION* UK £25.00 Europe £32.00 

Elsewhere £42.00 Please debit mv credi1 cafd with the amount showfl above 

* Please send me free of charge the 3 items merit toned above Signature 

POST TO: PAGE 6, R.O. BOX 54, STAFFORD, ST16 "1 DFt 

You den 7 have to cut the magazine - photocopy this form, write a tetter or Just phone your subscription 



Mailbag 



Write to Mailbag, Page 6, P.O. Box 54, Stafford, ST16 1DR 



NO BALL! 



I have a 13GXE and have 
been enjoying your FD 
game 'Computer Cricket' 
whlc h Is excellent value and 
absorbing fun. However, J 
have nut been able to either 
run a series p or create new 
ratings aa I get "Error 144 
at line 990". Is it a fault 
with the disk? I would love 
to be able to change some 
of the players to male the 
game more realistic, 

K. J. Thomas 
Isle of Wight 

Whenever ive send out a disk 
we usually put on a write pro- 
tect tab in case the user has 
an accident writing to a disk 
before the program is fully 
under s tiootiL Many games 
allow you to change various 
parameters and then write 
ihis information hack to the 
disk, if you have a write pro- 
tect tab on thp. disk you will 
get Emnr 144 and this is prob- 
ably what is happening, Your 
best bet is to make a copy of 
the disk using DOS and ihen 
run the game from thai disk, 
making sure tfiai you don't 
pui on a write protect tab r All 
should be well Although this 
is the usital explanation for 
this error, number J 44 can hr 
confiislng because it is also 
used to indicate a bad sector, 
tn some cases you may get 
this error even if the disk is 
not write protected and then 
you can be sure that the disk 
has a bad sector. 



SUPPORT 



I am a dedicated Atari user 
and I have had my Atari for 
the past four years, Over 
this time I have seen that 
software for my Atari has 
gradually faded from exist- 
ence. I now have to rely on 
Page 6 s New Atari User 
magazine to supply me with 
the only companies that 
still support the 8-bit com- 
puters. I would like to con- 
gratulate Steve Wilds who is 
still supporting the 3-bit as 
well as Miles Better Soft- 



ware, not forgetting Derek 
Fern. 

None of the shops In the 
Fife area In Scotland will 
even look at software for 
the 65XE. If If wasn't for 
Page 6 n s support t would 
have given up hope some 
time ago. Thank you Page 6 
for your support and long 
may it continue. 

Xandcr Hutchinson, 
File 

Let me say how much of a 
good job you and the team 
are doing and that I will 
continue to buy from the 
Accessory Shop wherever 
possible so as to provide 
support. 

I suppose that now the re- 
cession is biting deeper 
people have less money to 
spend which is going to 
affect the type of support 
that the S-bit will have. If 
companies such as Page B f 
Miles Better Software, 
Micro Discount and Robert 
Stuart are not supported 
Atari users will lose out. 

So come on all you Ata- 
rians, dig deep into your 
pockets and buy* buy, buy. 

Richard Eaton, 
Reddltch 

A nice couple of letters r thank 
you. The message is clear and 
we now look to getting your 
support. Subscribe to New 
Atari User now and persuade 
all of your Atari owning 
friends to do likewise. That's 
how you can ensure that tiie 
support we give continues. 



OS QUERY 



Various sources (Mapping 
The Atari. Guide To Error 
Codes etc.) have stated that 
bit 6 of location 53775 indi- 
cates a serial data overrun 
which generates error 142 
but, whilst disassembling 
locations 60204 to I 
noticed that the OS checks 
bit 5 of 53775 for serial bus 
overrun which according to 
Mapping The Atari signifies 
keyboard overrun, Is this a 
bug in the XE OS or are the 



other sources wron; 
I would be grateful if one of 
your readers could clarify 
the bit usage of location 
*377S. 

Chris Roberts, 
Prestatyn 

Over to the technical wizards 
on this one, I think*. 



A NEW MAILBAG? 

Having just received my 
current edition of New Atari 
User and read it from cover 
to cover the thought occur- 
red to me that mote use 
could be made of the Mail- 
bag page in answering 
queries or for passing on in- 
teresting tips and pointers, 
A feature of the now de- 
funct Atari User was the 
Five Liners' that they used 
to publish from readers and 
some of these were really 
useful, One program that I 
recall was a five liner prog- 
ram to slow down the scroll 
on the screen and another 
was to enable one to under- 
line all the lines on the 
screen as you typed them 
in. It was extremely helpful 
when typing in lines of 
data. It is this sort of thing 
that I would like to see 
more of in the Mailbag col- 
umn. In this issue there was 
one letter that occupied 
nearly two columns in total 
and whilst in concept it 
might have interested a few 
readers I doubt that it was 
of interest to a great many 
others and I feel sure that 
there are many letters 
worthy of publication that 
would Interest readers more 
so than that one did. 
Finally might I just say 
that I enjoy the magazine 
Immensely and look for- 
ward to every issue as it is 
the only source of informa- 
tion that I have regarding 
the a-blt these days, 

Malcolm J. Tester, 
Brighton 

Valid comments indeed Mal- 
colm. I would dearly like to 
see Mailbag extended to in- 



clude more specific program- 
ming topics but the main prob- 
lem as things are at the mo- 
ment is lack of time. Mailbag 
is one of the most difficult sec- 
tions of the magazine far the 
editor requiring a great deal of 
lime at a time when typeset- 
ting deadlk\es are pressir\g 
and it is often nor possible to 
research specific queries in 
sufficient depth. I think that 
what ive need En the future is 
a Mailbag editor. Someone 
who is quite knowledgable 
about the 8-bit and has plenty 
of reference material and the 
time, ability and willingness 
to put togetiier a page or two 
of questions and answers. Is 
there someone out there who 
would like tive challenge? 
You'U have to do it for the love 
of it (or maybe the fame!) as 
there's no money to spare to 
pay another editor hut. if you 
love your Atari and like help- 
ing people out it could be right 
itp your street. Let me know if 
you could be the Mailbag 
editor. 



TOO MUCH 



I have just acquired a 1050 
disk drive however I am a 
complete stranger to the 
disk scene so could you ex- 
plain what the following are 
and recommend a type 
where possible? DOS, densi- 
ty; double and single sided, 
CIO and whether Transdisk 
W transfers every cassette 
game to disk or just some. 
Could you also tell me what 
enhancements such as US 
Doubler do? 

Steve Black 

A classic example of the prob 
lems of the Mailbag column. 
Sorry, Steve there just isn't 
the room to answer as many 
questtons as this tn the MaU- 
bag column, A whole article 
could give you the ansivers 
but. the information you need 
has been covered in various 
issues in the past. 1 sugyesi 
tlmt you get hold of Disk $107 
• DOS 2.5 REFERENCE GUIDE 
from our PD library which will 
get you a long way towards 
using your drive fuBy* 
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On Saturday 22nd August I vi- 
sited the ATARI MEESE compu- 
ter exhibition in Dusseldorf. To 
get there and back meant driving a total 
of 840 exhausting miles and spending 
two nights on a North Sea Ferry. Was It 
all worth it? 

As It turned out this exhibition was 
without doubt the beat organised show I 
have ever attended, it had literally 
something for everyone including the 
often forgotten computer widows, wives 
and girlfriends. The exhibition hall was 
located a few kilometres outside Dussel- 
dorf in a very large complex close to the 
sports stadium similar In style to our 
own National Exhibit ion centre here in 
the Midlands. The complex was well 
signposted with arrow posters from the 
main motorway junctions. 

I )ne to the Ear^e number of people 
attending, the car parking areas quickly 
filled up and when I arrived around 1 0 
am I was directed to a place at least half 
a mile away, but with true German effi- 
ciency free bus transport was waiting to 
move the crowds quickly to the main 
Meese reception area, t did not have 
advance tickets so I had to queue In one 
of the twelve ticket queues. Three Ger- 
man marks is all it cost, about £1 ,50. 
From the time I arrived at the front door 
to the time 1 walked into the first exhibi 
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tion hall was no longer than live mi 
nutes- UK organisers should come and 
take a look to see how it should be done. 
[ have spent many hours waiting in the 
cold to get into Olympia and Wembley, 
even with advance tickets, 
The Atari show turned out to be only a 
small part of this all family attraction. I 
walked through four massive halls full 
of exhibitors oi paintings, sculptures, 
Swedish designer furniture, glass sculp- 
ture, stained windows, pottery and 
much more. There were also demonstra- 
tions of aerobatlc dry skiing, judo and 
trick cycle riding, archery, small bore 
shooting and a 18 hole putting green f 

THE ATARI HALL 

The Atari three day exhibition was con- 
tained in two massive halls each twice 
the size of a football pitch with both 
halls crammed with enough goodies to 
make your head spin. At first glance it 
was immediately obvious that some of 
the 166 exhibitors had travelled half 
way around the world to attend this 
[aagnificcnl venue. As 1 entered the 
mail i doorway, the first stand to greet 
me was Atari Germ any, selling many 
promotional goodies 1 have never seen 
in the UK. 'Gobsmacked' is the only way 



Derek Fern reports 
from Germany's 
biggest ATARI show 
where support is 
running high 



I could describe it! Baseball caps, T- 
shirts, track suits, wallets, carrying 
cases and more, The next stand was the 
Atari spares clearance stand, jam pack- 
ed with bargains. Monitors, STs, 
Meg^'s, Laser printers, disk drives etc., 
ail sold as seen but at prices that can 
only be described as a steal f 



8-BIT SUPPORT 

To my complete surprise the next 10 
stands covered the Atari S-bit range. At 
this stage I had to pinch myself just to 
make sure that 1 was not dreaming, but 
there it was in all its glory! New 8-bit 
software - no, that's not a misprint - 
new 8-bit soilwarel The more 1 say it the 
better it sounds! One stand was selling 
the Atari 800XE machines. Before you 
write in, the model number is correct - 
800XB, 1 have never heard of them, 

Many of the Atari clubs from Europe 
had taken stands and had their latest 
creations on display. I only had to men- 
tion that 1 was a dedicated 8 -bit user 
and 1 was greeted like a long lost iriend. 
If you mention 8 'bit at any of the All 
Format shows, people walk away with a 
bemused sickly grin on their face. On 
these stands 1 met all those dedicated 
hard working teams that produce the 
fantastic demos from Holland, Ger- 
many, Belgium and Poland. Names like 
KE-Soft, ABBUC, Mirage Software, ANG 
Software, Mega Magazine, Analog Re- 
search and TOP magazine. 

I counted no less that 32 new game 
titles. 1 also saw sample screens of the 



yet to be finished disk gamp RRUNDLES 
(a Lemmings look alike for the 8-blt). It 
has some fantastic, graphics screens by 
Rolf Specht of Analog Research. A great 
new 1029 printer utility Lhat will allow 
you to fully use Print Shop with all its 
icons etc. Three new operating systems K 
niaiiv new disk drives enhancements for 

if 

both 1050 and 55 Is. memory expan- 
sions . . . stereo sound chips, Again a 
quick pinch to make sure 1 am not 
dreaming! 

THE FALCON 

The remaining apace was occupied by 
the normal run of the mill STs> Mega's 
and, of course, the star of the show, the 
fabulous Falcon 030. The technical spe- 
cification was available in German leaf- 
lets available at the show and Is cerlaln 
ly Impressive with all of the areas in 
which the ST has been developed by 
usfirs expensively enhaneed. Vastly im- 
proved graph! es, sound. Midi, area net- 
working, PC compatibility are only some 
of the enhancements. This was H as far 
as 1 am aware, the first public showing 
of the long awaited Falcon „ the machine 
that will spearhead the new Atari range 
of machines. 

Atari had no less than three giant 
muiti- screen and dedicated display 
areas to demonstrate the power of this 
machine, The Midi demonstration lasted 
to HJ minutes and was just awesome. 
Next on the graphics and game displays, 
again multi- screen and twenty feet taJl, 
there were brilliant smooth scrolling 
animated, three-dimensional, solid vec- 
tor graphic games demos. Other special- 
ised areas, such as desktop publishing, 
accountancy > video digitising were dealt 
with on smaller stands, Each stand had 
plenty of staff and all seemed to be 
multl- lingua I. well trained, knowledg- 
able and capable of answering questions 
on a one to one basis, even on technical 
specifications. 

Fortunately for my bank manager, no 
machines were available to take away. 
Atari says they arc very busy with pro- 
duction and expect to get models in 
store for early October, The UK launch 
was at the European Trade Show in 
September. 

Initially the Falcon will be available in 
two configurations, the first with 4 Meg 
RAM and a 64 Meg hard disk and prieed 
around £800, the second with 1 Meg 
NAM, floppy drive but no hard disk from 
around £500. Start saving your pennies 
now! 

Many other display areas were set 
aside for users to get hands-on experi- 
ence ol the new Falcon, Mega STs and 
STE's. 



NEW ST 
SOFTWARE 



Lots of new software for 
the ST worth a mention In- 
clude an excellent mi isle 
publishing program from 
Amadeus Music Software, a 
video streamer that can 
store up to 600Mb on a 
VHF E240 tape for the ST/ 
TT/Faleon from Robmollcr 
and MIDI 16+ Cartridge for 
ST/STTE which is a 16 chan- 
nel Midi expander from Midi 
Computer Systeme. 

The ST BOOK P Atari's ven- 
ture into the laptop market, 
was also on display. They 
seem to have improved the 
screen display compared to 
the original prototype model 
1 saw at Wembley last year, 
In the game area new re- 
leases for the ATARI LYNX 
were on display and readily 
available from many exhibi- 
tors on the day New titles 
Include Hydra, Hockey and 
Batman Returns. ProducL 
lists also showed many 
other games not on display 
including Supersqweek, 
Crystal Mines II. World 
Class Soccer, Hyperdrome, 
Dirty Larry, Cabal, Geo- 
Duel K Pit Fighter, Vindica- 
tors, PlnballJam, Rafden 
and Space War. Surprising- 
ly, both the 2G00 and the 
7600 VCS machines were 
on show and very well sup- 
ported with many new cartridges I have 
not seen before including Wax. BMX, 
Mutordec Super Baseball and 
Xenophobe, 

Many companies had software for the 
PORTFOLIO but there was very little 
printed information available. One Ger- 
man company demonstrated a very im- 
pressive 3 6 channel 25Mhz logic analys 
er that can be interfaced to the Portfolio 

IMPRESSIONS 

The impression I got from attending 
this exhibition was that Atari Germany 
is extremely well organised and dedi- 
cated to providing massive user sup- 






Rows of stands supporting the 8 -bit ... 
fiackers including the High Tech 
Team and Polish teams ... highly ex- 
panded Mega XE systems were just a 
purl of the unexpectedly strong S-hit 
support at the. fair 



port, They are full of the sparkle and 
enthusiasm of the sort that used to he 
present In Atari UK a few years ago and 
this encourages third party companies 
to develop new and specialised pro- 
ducts. Congratulations to Atari Ger- 
many and all involved in the show 
organisation. Trie only word to describe 
it is brilliaritr 



SUPPLIERS MENTIONED 

Amadeus Music Software GMBH. RohraueiSlrabe 50 ? 800 Munchen 71. Tel. 089/7854650 

Robm oiler GMBH, Tombergstr, 12A. 5309 Meckenheirri. Tel. 022256/2061 

Midi Computer Systeme, Baroper Ban hot Str. 53, 4B00 Dortmund 50. TeL 0231/759283 
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DISK BONUS 



EXCLUSIVE J A GAME DEVELOPED FOR ATARI! 



CONTAGION 

by Steve Goss 



We are proud to present as our DISK BONUS this issue a 
game developed for Atari which* due to their change in 
support of the XL/XE, was not released. Now you can enjoy 
what would have been a full price commercial Atari 
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program.' 

The action is- sttf aboard Galactic Power Grid (GFG} where a strange space virus has Invaded the grid and threatens to deprive the 
Federated Galaxies of their power and defence capabilities. You have cam mi of the Sentinel Droid that patrols and maintains the 
grid and your most challenging duty to date will be ridding the grid of infection. Although help may he on its way you must fight 
alone to contain the spread of the Virus - thfi Federated Galaxies depetid on you, 

The Sentinel traverses tfie grid in constant velocity mode - push the joystick once and the Droid moves and won't stop until you 
reach a Node, if you push to change from tv&rizontoJ. to vertical travel the moite will occur only at the node point, however you can 
reverse direction at any tini£. Pressing the fire huitnn will arm the weapons and pressing the stink in any direction will cause the 
Droid to jire the iveapon in the chosen direction. Holding the Jire button and lapping in a direetiOFi will cause the Droid tojtre 
repeatedly. Once the Droid is at a node it can be frozen Slwre by iwlding the Jire button. Pushing the stick in the appropriate 
direction will then Jire 

The Virus invades Lite grid systematically, on each level there is one more spare than the last The Virus will invade a node and 
the spores travel along the grid to reach the next, node which is colonised, and then more spores grow ouL Tfie Vims is a spinning 
helix which requires two shots to kill, although one nil only will paralyse it arid prevetit it from spreading more spores. Hie spores 
onlij require one hit to destroy, but they multiply fast 

The aim of the game is to clear each level of the Infection which means all of the Viruses on each level Spores don't matter <is they 
cannot grow unless fed by a virus. II icorVt lake long for a Virus to spread as each level introduces more and more seed points. 
Freezing all the peripfveral Viruses of an infected area contains the spread of the Virus. 

The Sentinel has a shield and this is eroded with contact with the infectian. One last word of caution - with the Virus comes 
Bacteria which although not infectious, can drain shields arid destroy the Droid, These pests have one neat trick up their sleeves 
which makes them an awkward kilL 

The fight will be long and hard, but you can make it throughl 



NOTE: CONTAGION is copyright S.J. Goss who 
and the program may not be reproduced else- 
where or distributed in any form without the 
express consent of the author 



The NEW ATARI USER Issue Disk which Includes all of 
the programs from this Issue together with the DISK 
BONUS is sent automatically to disk subscribers. The 
disk may he purchased separately for £2*95, Send a che- 
que or postal order or quote your credit card number to 
PAGE 6, P.O. Box 94 p Stafford. ST 16 1DR. Credit card 
orders are accepted by telephone on 0735 213923 




TRANSDISK IV 



NEW 

LOWER 
PRICE! 



NOW YOU CAN ENJOY THE PROVEN CASSETTE TO DISK 
TRANSFER SYSTEM AT A SAVING OF £7! 

Tion$dUk \% q simple to us* utility that will Noisier most z □Keffre qaTies Ic disk easi y a-d quic kly 



Handles any type of oassaHe format 
AHvm j#Ytrai $&nt* on one disk 
Hgnd*tcoRen@f rhat rfrquhe 64k m*nmy 



Handles co&tfliS rna* IMG *VM I4v«l« 

Use oil available memory on XL/XE rrtdeliines 

Pull tftp by srea i rndudtonj Induced 



W2W WfTH DETAiLS OF OVER 330 GAMES SUCCESSFULLY TRANSFERRED 

TRANSDISK IV IS NOW JUST £12.95 - ONLY FROM PAGE 6 

5*od 8 Cheque or po^lnl LirrtMr wl|h the order farm an cur Accessory Li-hop page 
or just write. Cradft card orders accepted by telephone on 0705 213928 

Send lo: PAGE 6, P.O. BOX 54, STAFFOHD, ST16 1 OR 

Post iron \n UK. Overseas please- add £2 posLu jl i 
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BACK [S9HH mr* ei.70- **tll In til* UK HflC- po*t ft prn^lt log] . 
£2-,4Q tor Europe or surface man einewriere Ann iLi.nci 
Iter Air Mall CfUtald* Burn|W- FrJoea inolurie postage 
if^STIF. fSIHK-S flfft ttji Aiiy 4HTC or K4H H hit ALaxt 
FZaolrt rflflk lA£2.E}fi. FHfltttge: FREE in U.K. 
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ACCESS und VISA accepted. Teleplioiie 07S5 213B2S 
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Robert Stuart 
loves puzzle 
games and can 
program some 
pretty smart ones 
Here is another 
brain teaser to 
keep you busy for 
many hours 




THE COtORMATCH 
By Robert Stuart 



While browsing through a library book called Creative, puzzles of the World\ I came across this great little mind bender 
which was invented by a computer scientist (and puzzle enthusiast) called C. J. Houwkamp. The game employs 16 square 
tiles (numbered 0-1 5h each of which is sob-divided into four smaller squares which represent the binary number unique to 
that tile. For example, the first t&e (0) contains 4 while squares, which represents 0000 in binary: thejburth tile (3} contains white, 
while, grey and grey (001 1), and so an. Each small white square in a tile represents a 0. each grey square a ?. Th*? final tile (15) is 
1111; grey, grey, grey and grey! The book recommended making the puzzle pieces from stiff card, but 1 thought it mould be quite 
appropriate to use a. computer program to simulate the pieces; after all it is a binary puzzle of sorts! 
TTie objective of this Atari version of the puzzle is to move alt 16 tiles from the yellow square onto the red square in such a tvay that 
they ail match their neighbours in colour. Select a piece to move by moving the cursor onto it and pressing fire r The piece will now 
flash. Now, move the cursor to where you want to put the piece and press fire again. You can press START at any time to start again 
if you think you are getting stuck, although there is no limit to the number qf moves yoa can make. 



A POSSIBLE SOLUTION 

tf you are still confused, try positioning the 
tiles onto the red square in this order: 0. 1, 7. 
10, 3, 6, 12, 9, 15 t ll a 2 t 5 t 13, 14, Sand 4. 
You will notice how all four of the small 
squares on each tile match in colour to the 
adjacent squares of the neighbouring tiles - a 
legal colourmatch square! 



AIM FOR FIFTY! 



Trie creator of the puzzle has found thai, there are 50 distinctly 
different colourmatch patterns in all altfwugh similar patterns 
can be found with diff erent tile arrangements. The legal colour- 
match squares are not easy to find, as the number of possible 
tile arrangements is enormous compared to tfie number of legal 
colourmatch squares . Ttiis program lets you try and find them 
although file computer does not check for them. The program 
simply simulates the movement of the pieces only and yoa must 
use your own eyes to find the legal patterns. When you have 
found one, check it over and then Jot down the positions of the 
16 tiles and try for anatherf See how many of the 50 you can 
find. I will send New Atari User a full list of ait 50 standard 
solutions to be printed in a_future issue. Have fun! 



Program overlecif^ 
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REM KKKMJ j W» W WM WW MWMH H WMnmfM> 
REM 

rem *m w* 

REM MMH«MMMKHllMMMM*WWM M H HI t l t l tMMMHMMJ I 
REM ^I^Tf^i>«!TrJMJ:MHrM:^^ 

rem ^ ^^^^^^i-'j^M irn^iMrrTF^^M" 

rem * w^!gfl-l-fiM ji^»iTa areroM * 

REM Mk l C itM WlCMW WM MMMiCK illj rmwWMHMMMM H W 
REM 

mh ±4 cosuo loeee 

OH IS €05110 100 

UP 10 H-l 28 ; Y~ 15 E POKE 1538 „ H z POKE 1537, V! 
TF 14 REM M*m*14?m 

TB 2H IF STICK COl "? AMD X<>±7& THEM K = X+1 
6 SPOKE 1538,X3Z=Z+4; SOUND O, 10,10,1*? 5 

ouho e^^.e 

XC 21 IF ^TICKtOJ=ll AND M<>64 THEN X=K-1 
GiPOKE 153S,X5Z-Z-4;StiUND 0 , 18 , 10, i 8 ; S 

ound 0,0,0,8 

mm 22 if 5 tick c8) -1,1 a ho v<>112 then v = y + 
32; poke 1539 , v ; z^z+100 : sound 0,10,10,1 

8 S SOUND 0,8.0,0 
UK 23 IF STICK COS -14 AND V<>!6 THEN ¥ = Y-3 

2 1 POKE 1534, ¥ ; £=£-160 : SOUND 0, 10 , 10, lO 

= SOUND 0,0,0,0 
SP 24 IF STRIGt0)=0 AND PEEK t Zl < 1 Zff AND P 

ECKfZJOO THEM FOR F = 120 TO O STEP -20 

■ Sound a, f, io,f/iOi nekt f 3 goto io 

TH 25 IF PEEK t 532? 9 J =6 THEN GOTO 15 
JJ 20 POKE 77,8: FOR F = l TO lO 3 NEXT FiGOTO 
20 

LV 30 SOUND 8,0,6,8 

00 31 H=PEEKt£) ; M1=PEEK CZ+11 ! H2=PE£K CZ+21 
t N3-PEEK (Z + 33 ;N4=PEEK (Z+483 ; M5-PEEKCZ+ 
413 XN6-PEEKCZ+42) : N7-PEE* IZ + 4 5 1 

UU 72 M8=PEEKCZ + 60) ;M9 = PEEK(Z + 01) :N16;=PEE 
KCZ+ftZJ 3H11=PEEK£Z+83J 

OF 33 N12=PEEKf£+120) ;tfl3=PEEtt CZ+121) SH14 
-PEEKCZ + 1223 3 H 1 5— PEEK t £ +12 3 3 

RF IS R=ZS 01=2+1 £Q2=Z*2jQ3=Z+3;Q4=Z+4i!®5 
-Z+41 E 06-7+42 S B7=Z+43 

NP 30 Q0=Z+8O 104-Z+S1 ;aiB = Z+82i42Al=Z+83 j ft 
12-2 + 1 ZO 3 ai 3=Z + 121s 014 = Z + 122 : 0 1 5=Z+1 2 3 

JH 34 FOR G-E TO Z+120 STEP 40SFUR F=0 TO 
3 : POKE C + F, PEE* CG+F) +128 ;NEHT F I NEXT 

C 

TD 40 ir STICKCHJ-7 AND M<>176 THEN «=«+! 

8! POKE 1530,XEZ-£+4?SOUNO R,10,18,10£S 

OUND 0,0,0,8 
ME 41 IF STICK CO I =11 AND H<>64 THEN X=H-1 

6 l POKE 1538,tt ;Z=Z-4!5OUH0 8,10, IB, 18 3 S 

OUND 0,8.8,0 

MP 42 IF STICK £83=13 AND VOXXK THEN ¥~V+ 

32: POKE 1534,Y:Z=Z+1G0S5OUHD 0,10,10,1 

0: SOUND 0,8,0.0 
tiZ 43 TF STICK CO) =14 AHR YOlO THEN Y=Y-3 

2; POKE 1539, Y EZ=Z-160 3 SOUND 0,10,10,18 

i SOUND 0,0,8,8 
OH 45 IF STRIGC83-0 AND PEEK CZJ -8 THEH 50 
UC 40 IF PEEK C5 3 2749-0 THEH GOTO IS 
m 44 POKE 77, OS FOR F = l TO 10 I NEXT F : GOTO 



TM 50 FOR F=120 TO O STEP -20;S0tIUR 6, F,l 

O,FAl0XHENT F; SOUND 8,8,8.0 
ZR 51 POKE Z,H;P0KE Z + l, Nil POKE Z*2,UZ;P0 

KE i + 3,H3=POKE £+48, H4 : POKE £+41,H5lM 

KE 2+42, MO: POKE £+43, H7 
HC 52 POKE Z +08 , HO ' POKE Z + 81 , N4 £ POKE Z+82 

, N 10 i POKE Z+63,H11 
IP 54 POKE Z+120, N12 3 POKE Z+121 , Mil : POKE 

Z * 122, H14 SPOKE Z+1Z3,H15 
DH 5b POKE 41,0 SPOKE 01,0; POKE 02, 8 £ POKE O 

3,0' POKE 04,03 POKE OS, B: POKE 06 . 0 : POKF 
07 j O 

TA 07 POKE 08, 01 POKE 09,0; POKE 018 , 8 S POKE 



All , 8 S POKE 012,0 ; POKE 013 p 8 ; POKE R14, 
8$ POKE 015,8 
RH 68 GOTO 20 
OF 44 REM H*MHH 

FE IftO GRAPHICS O S POKE 555,8:? "M" ! POSITI 
ON O, 0a POKE 02,8 I POKE 712, O 3 POKE 718,1 
8 i POKE 784, 4: POKE 700 , 14 1 POKE 711,198 

EL 181 POKE 16,64 3 POKE 53774 , 04 1 POKE 752, 
13F0N F=S4474 TO 34441 : POKE F # 4 : NEXT V 
SPOKE 34471, 60 3 POKE 34442,132 

JE lOS POKE 53277, 3 s POKE 542 74,1 20 * POKE O 
23 ,28 s POKE 53260,117 i POKE 756,140 

FS 104 POKE 53248, 124; POKE 704, 220 SPOKE 5 
3250,3 SPOKE 53244 1 168 i POKE ?05,ZZ8:POK 
E 53j!57,3 

1>C 105 POKE 53258, 65 : POKE 700, 80 1 POKE S32 
58 p 3t : POKE 53^51, 40: POKE 707, 681 POKE 53 
254, 3 

NK 118 POKE 54200 , 8 » POKE 5 1 2, 108 ■ POKE 513 
,8! POKE 548,0; POKE 544, 120; POKE 54206, 
142 

LK 114 POSITION l P ii? 



H V V V V V V v y V Y V V V WW 



? r r 1 1 c [ e [ [ r r [ [ [ [ t 



V Y VVVYVVWYY V V ¥ ¥¥ Y ¥ ] 



VH 128 POSITION 1 F 14 5 ? *1 



LLLLLLLL. [ [ f [ ■ ; l [ [ [ [ c 



PH 121 FOtt F=4B841 TO 40721 STEP 48 ! POKE 

F, 180 i POKE F+37, 181! NEXT F 
LE 122 POKE 1530,8 S POKE 1534, 8: POKE 554,0 

Z 

OR 123 RESTORE 124 -i FOR F =48100 TO 48115 I R 

EAD XE POKE F , H ; HE H T F 
HO 124 DATA 28,21,8,4,24,^5,0,4,28,24,8,4 

,32,33,0,4 

OL 125 RESTORE 126 I FOR F-4B140 TO 40155 ! R 

EAD MS POKE F ,lt 1 NEXT F 
l#i 126 DATA 23, 10, 11, 26, 27, 10, 11, 30, 31 

,10,11,34,35,10,11 
VG 128 RESTORE 138 ! FOR F=40lO8 TO 4814£:R 

EAO H ! POKE F,X:NEKT F 
RD 130 DATA 50,04,72,73,68,64,88,01,76,77 

,72,73,76,77,00,81 
LD 132 RESTORE 134 i FOR F-48228 TO 40235 1 R 

EAD Hi POKE F , X 3 HEKT F 
HE 134 DATA 70, 71, 74 , 75, 70 , 71 , OZ , 83 , 70 , 74 

, 74,75,70, 74,02,83 
XH 136 RESTORE 130 IFOR F=4«g&8 TO 48275 ! R 

EAO K : POKE F,XiHEMT F 
PO 138 DATA 38,37,10,17,40,41,10,17,44,45 

,10,17,40,49,10,17 
HV 140 RESTORE 142 3 FOR Fr40388 TO 40315 SR 

EAD H SPOKE F , X E NEKT F 
HN 142 DATA 30,39,18,14,42,43,10,14,46,47 

, 18 p 19, 50,51,18, 14 
UC 144 RESTORE 146 S FOR F=40348 TO 48355XR 

EAR ff ; POKE F,X :REXT F 
RH 146 DATA 00,64,72,73,68,04,88,01,76,77 

, 72, 73. 76, 77, OO, 81 
0A 148 RESTORE 150: FOR F=48380 TO 40395 ; R 

EAD Ms POKE F , X 3 HEKT F 
ST 158 DATA F* , 71, 74 , 75, 70 , 71 , 82, OS , 78 , 74 

,74.75,70,79,02,03 
OH 152 RESTORE 154 I FOR F-4A428 TO 4 8435 3R 

EAO K ! POKE F,N;HEXT F 
FZ 154 DATA 84 , 85 , O, 4, 88 , 84, 0 , 4 , 92 , 4X , 8, 4 

,46,47,8,4 

OO ISO RESTORE 158 ; FOR F=46468 TQ 40475 tR 

EAD «?POKE F, X 3 HE NT F 
TS 158 RATA 06,87,10,11,40,91,18,11,44,95 

,10 ,11,40,49,10,11 
HS 168 RESTORE 1 6-2 : FOR F =48588 TO 40515 :R 

EAR K r POKE F , N » HEMT F r 
RP 102 DATA 60, 64, 72 ,73, 00, 54, 08, 81, 7ft, 77 

, 72, 73 , 76, 77 . 80, 01 
ZN 164 RESTORE 166 X FDR F-46548 TO 40555 ! R 

EAR X : POKE F, K t HEMT F 
HN 166 DATA 70,71,74,75,70,71,62,83,70,74 



12 
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,74, 75,70, 73, 62, 83 
GU 1*6 RE5f6RE 174 I roll F~40508 TO 46575 ; It 

EAD XiPOKE F, X ; NEK I F 
BH 179 ft 100,181,16, 17,104,195, I*, 17*1 

00. 107.16.17.112.113.16.17 

MR 174 RE7T0RE 174;F0R F=40626 TO 40635 ;R 

EM H;POKE F,H:NEHT F 
TX 174 DAT ft 192,103,^,19,166,19^18,1^1 

16,111, 18, 15,114,115, 18,1? 
IV 178 RESTORE 178 ! FOR F=4fl668 TO 40675 iR 

EM K : POKE F, H i NEXT F 
5 J 178 DAT ft 68,69,72,71,68,63,88,01,76,77 

, 7I,7S P 76,77, 68, 01 
TH 168 RESTORE 102! FOR F-48788 TO 48715 :R 

E AD HzPOKE F, X I REKT F 
HF 181 OAT A 70,71,74,75,70*71,82*61,73,7? 

,74, 75, 78, 73,82,03 
WM 198 POSITION 8,21 ? f ■■ 

R MATCH ARE" 
UZ in POSITION 8,22 2* » 

X Stuart 1772" 
RG 288 POKE 557,62 
OK 333 3 RETURN 
ZJ 16898 REM T ri rfttJEWIErfB 

5K 10O02 GRAPHICS 8 £ POKE 16,64: POKE 5X774 
,64; POKE 71O,0;POKE 70? , 14 i POKE 752,1: 
? !? » PLfcftSE MATT A MOMENT .... 11 

OK 16818 RESTORE 28888 ! T-388 t FOR F=3Z TO 
3 27 Z READ K ■ POKE 35840 +F , H : T-T~l S P05ITJ 
OH 32, IS? IMTCT/IOJ;" 11 i NEXT 

PH 10166 REH I AMJWMIM VhiXXUIH 

KM 18187 RESTORE 181ftS'F0R F-1636 TO 1656 
I READ XI POKE F , H ! NEXT F 

CU 18188 OAT A 72 , 163 r 14 , 141 , 18 , 212 , 141 , 23 
,268,167, 0,141, 24, ZOO, 167,224, 141 , 3, 21 
2,104,64 

jz 10107 REN IU4:» i*mim;i « Jwn m-ianai 

06 16110 RESTORE 10111 S FOR F-38720 TO 307 

33: READ H:POKE F,X:HEXT F 
RO 18111 DATA 172,1,6,152,0,153, 6,153, 32, 

123,222, 200,224, 36 , 288 * 247 
JH 16112 OATA 162,6, 16?, 2, 6,157, 6, 6 , 232, 2 

24,2,206,245 
EN 18113 DATA 172,3,6*162,8,183,8, 128 , 153 

, 32, 123, 23 2, 288 , 224 , 36 , Z06 , 244 , 173 , 2 , O 

,141,7,200 

OR 16114 DATA 24,165/3,141,6,288,105,7,14 

1, 5, 288 , 165, 3, 141 r 4, 288 , 266, 133 * 2, 76, 3 
6 , 220 

10115 rem tiii "t if ^Mirrrm 

18116 RESTORE 10116 : FOR F=3Z750 TO 327 
33; READ X 2 POKE F , K : NEXT F : DATA 255,255 
, 12?, 127, 123, 12?, 123, 12?, 123, 123, 12 3 
16117 DATA 127,123, 129, 127,125, 123,127 
,127, 1317, 123, 123, 119, 123,127,123, 127,1 
27, 127, 127 , 255 P 255 
LI lOZOO FOR F-31732 TO 31713 S POKE F,Z55l 
POKE F +256, 2 55 5 POKE F 4-512 , 255 i POKE F*7 
60, £55 ! NEHT F 
DM 18588 RETURN 

KM 20068 DATA 0,3,13,55,55,55,55,55 
VV Z001B OATA 0,255,85,245,117,117,117,24 
5 

MU 20012 DATA 53, S3 , 53 f 53 , 53 , 53 , 53 , 10 
OH 20014 DATA 85,253,221,221,221,253,05,1 
70 

HU ZOO J 6 DATA O, OX , 143 , 143, 147, 147 , 147, 14 
7 

PG 20610 DATA 0, 246 , 32, 67, 07, 67 , 07, 07 
VN ZO0ZO DATA 147,143,147,147,147,147,147 
,170 

QU Z082Z DATA 87,87,67,87,87,67,87,166 

KK 20624 DATA 0,2,11,45,47,47,47,45 

FL 20820 DATA 0,176,255,127,127,127,127,7 

OD 28620 DATA 47,47,47,47,47,47,47,18 



r 




py 

RZ 



OP 



UH 
AM 

ev 

DM 

PT 
LC 

zu 

HO 
PD 

hii 
zo 

KK 
BM 

M#C 
BC 

HE 
05 

AM 

YS 
HP 
LY 
AO 

YN 
JR 
L5 
Alt 

YG 
FY 

NG 

AE 

5P 

NA 

85 

HJ 
GG 
Htf 

Zi 

YL 
HO 

cr 

HI 
TG 

NO 
OS 
MP 

MY 



26830 
8 

28832 
1 

28834 
54 

ZOO 3 6 

,170 

20036 

, 100 

28040 

2604Z 

5 

28844 
28846 

78 

28848 
76850 

5 

ZOO 5 2 
Z0054 
70 

20056 
20058 

5 

20000 
Z805Z 
8 

28864 
28866 

5 

28860 
20870 
26872 
20674 
5 

20076 
ZOO 70 
26668 
20082 

5 

20004 
20066 
8 

28800 
£8070 

5 

2883Z 
28874 
78 

28836 
20038 

5 

zoioe 

20182 
20104 

,102 
28166 
, ISO 

zeioa 

26110 

26112 
2 

28114 
20116 
0 

20118 
20128 

20122 

a 

20124 
20126 



DATA Z55, 87,127, 67,247, 87, ZS5, 17 

DATA 0,42, 131,131, 131, 134,171, 1? 

DATA 8, 108, 248, 254 , 254 , 254 , 254 , 2 

DATA 131,131,131,131,171,131,131 

DATA 254, 254, 254 , 254, 254 , 254 , 254 

DATA 0,3,13,55,66,55,55,55 

DATA O, 255, OS, 245, 117,117,117,24 

DATA 53^53,53,53,53,53,53*18 
DATA 05,253,221, 221,221,253, 85, 1 

DATA 0.3,13,55,55,55,55,55 

DATA 8,255 , 85 , 245 , 117 P 117, 117 , 24 

DATA 53,53,53,53,53,53,53,10 
DATA 65,245, 117, 117, 117, 253, 85, 1 

DATA 8, 3 ,13, 55,55, 55,00,55 

DATA 0,255,05,245,117,117,117,24 

DATA 53,53,53,53,53,53,53,18 
DATA OS, 253 ,73, 253, 213, Z53, 85,17 

DATA 0,3,13,55,55,55,55,55 

DATA 0,255, OS , Z45 , 117 ,117,117, 24 

DATA 53,53,53,53,53,53,53,18 
DATA 85, Z53 , 53, 253 , 73, 253, 05 , 170 
DATA 6,3,13,55,55,55,55,55 
DATA 8, Z55, 85 .245, 117, 117, 117, Z4 

DATA 53,53,53,53,53,53,53,18 
DATA 05 , ZZ1, 221 , 253 , 73, 73 , 05 , 170 
DATA 0,3,13,55,55,55,55,55 
DATA 0,255,05,245,117,117,117,24 

DATA 53,53,53,53,53,53,53,16 
DATA 05,253,213,253, 33,253, OS, 17 

DATA 0,3,13,55,55,55,55,55 

DATA O, 255, 05,245,117, 117,117,24 

DATA 53,53,53,53,53,53,53,18 
DATA 05,213, 213, 253, 221 , 253 f 65, 1 

DATA 0,3,13,55,55,55,55,55 

DATA 6 , Z55, 85, 245 , 117, 117, 117 , Z4 

DATA 53,53,53,53,53,53,53,10 
DATA SS , 253 ,33, 33, 33, 33, 85 , 178 
DATA 182, 102, 182, 182, 182, 182 , 102 

DATA 158, ISO, 158,156, 150, 150,156 

DATA 0,0,0,0,6,8,0,8 
DATA 0,0,6,0,0,0,0,0 
DATA O, 42, 175, 161, 103 , 10Z, 162 , 18 

DATA 6, 178, Z55, 85,255, 170,0, 8 
DATA 102, 18Z,102, 103, 181,175, 42, 

DATA 0,0, 178,256, 85,Z55,170, 6 
DATA 8,170,255,05,255,170,0,0 
DATA 8 , 100 , 250, 74 , 22Z , 158 , 156 , 15 

DATA 6, 8 r 1 78, Z55, 85, 255, 176,0 
DATA 156 , 150 , ISO, 222 , 74 , 256, 166 , 



FB 28126 DATA 0,8,8,8,8,2,10,42 

3LZ ZO130 DATA 0,6,8, 32,160,166,170,170 

continued 
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NEW XL/XE SOFTWARE 





AND 
CRYSTAL 





Here's another brand new title from 
Tiger Developments, whose first game 
release - Mission Zircon - was re- 
viewed in issue 53, TARKUS AND THE CRYS- 
TAL OF KKAK (hereafter Tarkus) is an arcade 
adventure I hat owes much to Montezuma's 
Revenge and other 'find the key n games of this 
genre. This said, it seems to Incorporate a 
welcome touch of originality. 
Your imagination is transported to the year 
2003 (not long to go folks!) when, following a 
protracted period of unrest, a massive and 
potentially devastating war is about to erupt. 
Your only hope of saving the planet (and 
thereby being able to attend the twentieth 
birthday celebrations of Page 6 Publishing) Is 
to unearth four 'crystals of emotion 1 - life, 
peace, generosity and fear. The crystals will 
apparently restore the balance of emotions to 
the people of Earth H arid thus ensure everlast- 
ing happiness for all. Not convinced? No, me 
neither but If you were an elderly druid called 
Tarkus, you'd probably Jump at the ehance to 
embark on this hazardous mission! Needless 
to say, you are an elderly druid called Tarkus. . . 
The title page features a large horizontal scroller that 
announces the credits, says a few helios and also reveals the 
game was written on an Atari 130XB with the assembler/ 
editor cartridge. Press the Fire button and you're dropped Into 
Lake Land - the access poinL for each of the game's four 
scenarios. By jumping into one of the four lakes on this screen 
you can enter the stone, crystal magic or gold worlds respec- 
tively. When necessary you can jump out of a world, back into 
Lake I^and via the same route. Your eventual goal is to locate 
the four crystals and return them to Lake Land, but as you 
might have guessed there are plenty of problems to deal with 
first! Fortunately there's no time restriction so you can explore 
each world at your own pace. 
Every world is essentially a collection of platforms and 
hazards of one sort or another. If you fall too far from a ledge 
or come into contact with the nasties you can be sure of a 
rapid depletion in your energy reserves. Personally I think the 
allocation of energy here is rather conservative, though 
perhaps I'm expecting 11 to be too easyf [[ certainly Isn't. To 
help you overc ome the- difficulties there are various objects 
awaiting collection thai will give you special powers ranging 
irom bonus energy to impro\ r ed armour and even the option to 
fly! Each world features a particular kind of object and you 
need to collect pairs of these in different combinations before 
taking them to the cauldron (found in the magic world, natu- 
rally) to obtain the corresponding speir. The spells available 
are highlighted in the status panel at the bottom of your 
screen, a number Indicating the appropriate activation code. 
Most spells are only effective for a short period and the time 
remaining is indicated by a sand-glass shown alongside oilier 
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information regarding your health, progress and inventory. 
You can carry up to two objects at once, in addition to a key. 
Unless you can find the keys corresponding to several locked 
doors you've no hope of finding the missing crystals (hint; 
you'll have to use some of the spells to find them). 
The visuai design of Tarkus is generally of a pleasantly high 
standard. Both the background graphics and the various nas- 
ties are clearly defined, colourful and appropriate to their 
respective scenarios. The central character moves smoothly 
and responsive ly to Joystick input arid this means that the 
irritation factor a tt Tibuted to many similar games has been 
avoided. The music is quite good, especially since you can 
switch it off when you've heard enough? One small niggle is 
that the Atari's Attract Mode 1 cycle is not disabled after joys- 
tick input so if you don't hit the keyboard very often you may 
experience some unusual colour schemes! To be fair, you're 
unlikely to encounter this problem since normal play involves 
several keyboard inputs. The verdict overall has got to be a big 
thumbs up to the author of Tarkus. 

Tiger Developments recendy announced the launch of two 
new budget priced disk games - Bolng II and Speed Fox. I hope 
to report on these in a forthcoming issue of NAU but in the 
meantime, why not write to r Hger Developments for the latest 
details of Lhcir very welcome Atari 8,-bit support, 



TARKUS AND THE CRYSTAL OF FEAR is available 
from Tiger Developments on disk only, priced at 
£4.99. For further information check their adver- 
tisements in New Atari User, 
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MILES BETTER SOFTWARE 



GAMES 

OM DISK 



Sf>v vs Spy III 

Ball Blazer .„. 

Beer Belly Burt 

Blue Max 

Bop and UVrgslle .... 

Spitfire 40 

Smash Hits Vol. 7 

WIG Allay Ace 

Trivial Pursuit 

I iHJtMdown Foot half 

The Pawn rr „ iir „ 

The E Factor ... 

Suspect 

Sun star 

Spindizzy 

Silicon Dreams .... 

Scooter r „„„.„ 

Rosen's Brigade 
Rf:.c:k6t Hnr/iiir Man 

Rampage 

Questran , 

Quastprobe 

Quas-modo 

Polar Pierre 

Picnic Paranoia .... 

Nightmares 

NiQht Mission Pin ball 

Nibblcr 

NATO Command a r ... 

New York City 

Mr. Robot 

My First Alphabet 
Montezuma's Revenge 

Living Daylights 

Licensed to Thrill 

Laser hawk 

Juno First 

Freaky Factory 



ADVENTURE STRATEGY 

OM DISK 



BUDGET CASSETTES 



£ 
2 
2 
3. 
6 
? 



99 
.99 
99 
.99 
.99 
99 
6.99 
699 
4.99 
9.99 
2 99 
2.99 
2.99 
2.99 
6.99 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 

?.m 

2. 99 
2.99 
6.99 
2 99 
4.99 
2.99 
2.99 
2.99 
2 99 
2.99 
2,99 
2.99 
2.99 
2.9Q 



Tre Count 


4.99 


Pi rata Adventure 


..... 4.99 


Trie Payoff ,,,,,„ aam , 




Decision in the Desert .... 


J. 99 


Votiflixi Castle 


A 99 


Kennedy Approach 


9.99 


Rampage 




Pan/er Grenadier 


..... 0 . 9 *3 


LI.S.A.A.F. riiiirriinir.il m 


linn 3.99 


Battle Cruiser 


9.99 


Silicon Dreams 


6.99 


Eternal Dagger 


iiiu S ■ 9 9 


Suspect 


e.99 


Infidel 


.6.99 


Beastaliker ... „.„„„. 


..... 6.99 


Jinxter 


..... 6 99 


IngrlcTs Oacto 


... 6.99 


Lancelot 


..... 6.99 



XL XE CARTRIDGES 



Arcnon „.„„.„„ 

Ball blazer 

Barnyard Blaster 
David's Midnirjhi" 
Desert Falcon .... 
IJtisiuners Pencil 
Eastern Front .,, 

Fight Night 

Food Fight 

Hardball 

Moon Patrol ...... 

One on One Basketball 

Star Raiders 

Super Breakout 

American Football. , 

Rally Speedway 



7.95 
7.95 
4.99 
7.95 
4.99 
795 
7.95 

7.95 
7.95 
f.<35 
7,95 
4-99 
7.95 
4.99 



10D Darts 

Air Rescue 

Battalion Commander 

BMX Simulator 

Boulderdash 

Cavernia , 

Crossfire.. ..... 

Darts... 

Daylight Robbery 

Football Manager ...... 

Ghostbuster 

G unlaw ... 

Head Over Heels 

Amaurote 

Aztec Challenge 

BNnky's Scary School 

Rockford 

Chuckle Egg 

Crack Up 

Cosmic Pirates 

Encounter 

Fruit Maohme Simulator 

Grid runner 

Hardball ., 

Heartache 

Henry's House 

Atari Compllaiion 

Jocky Wilson's 

Compendium 

Kenny Dalrjlish Soccer .. 



UTILITIES 

OM DISK 



Mini Office II 
Planetarium 
Cut *W Paste 
Irak ball 



2.99 
2.99 
4.99 
2.99 
2.99 
2.99 
2.99 
1.99 
1.99 
2.99 
2.99 
2.99 
2.99 
? .99 
1.99 
2.99 
2.99 
? 99 
?.99 
2.99 
299 
2 99 

1 99 

2 99 
2.99 
1. 99 
4.99 



14.95 
29.95 
16.95 
9.95 



Last V3 ..., r 

Mad Jax , 

Mercenary ,, lir 

Mission Shark , 

Mountain Bike- Racer ... BJ 
Decision In The Des&rt... 

Jewels of Darkness 

Wizard of Akyrz 

Escape From Pulsar 7 ... 
Perseus and Andromeda 

On Cue 

Plastron 

Revenge II 

Four Great Games . 
Jocky Wilson Darts 
Las Vegas Casino 
League Challenge 
Master Chess ..... 
Molecule Man..... 

Mr. Dig 

Arrow of Death... 
Golden Voyage ... 

Knight Ore 

I Hiirelol 

Tan Little Indians 
Ruff and Reddy . 

Ninja 

Phantom 

Pouotron ... ... 

Reel Max 



2.99 
2.99 
2.99 
2.99 
3.99 
4.99 
2.99 
2.99 
2.99 
2.99 
1.99 
1.99 
4.99 
4.99 
2.99 
2.99 
1.99 
1.99 
1.99 
2.99 
2.99 
4.99 
A 

2.9*] 

y.w 

2.99 
1.99 
1.99 
1.99 



SEND S.A.E. 
FOR FULL LIST 



PLEASE GIVE 
SECOND CHOICE 
WHEN ORDERING 



219/221 Cannock Road, Ctiadsmoar, Cannock, 
Staffordshire, WS11 2DD 
Telephone (0543) 466577/679 




Add 5Dp la orders less Itian £ 5.00. All prite$ correal al 
lime dI going la press. Ac&as$ or Visa orders welcome. 

Please add El per item lor overseas 
PlttHKH m^te Cheques or Postal Orders payahle to 
'MILES BETTER SOFTWftHP 1 



IB j 2 i B, 8 j B 

17« * 100 , liiiis ,0,0*0,0 

18 t S3* 53, 53 , 53, 53, 53,53 
170, 55,05, 85,05, 85,05*05 
SI j 53 p. 9$ j 53, 5 3 r 13, 3 j 0 

178, 149,149, 149, U1, 149, J&49 

160 , 87, 07 , 87, 87, 87 , 07* 07 
149 , 149*149 ,149, 149 , 449 , 63 , 

07* 07 , 87, 07, 87, 92, 248,01 
10,47,47,47,47*47*47,47 
170, 255 r 255 , 255 , 255 , 255 , 255 

47*47, 47*4 7, 47, 11,2,8 

255 w 255 , 255*255 , 255. 255*170 

17B, 191 , 191 * 191 , 191* 191 , 191 

168,254,254,254,254,254,254 

191,191,191,191,191,191,42* 

254,254*254, 254,254, 240*168 

6,2* 11, 45*45, 45,45, 45 
0*170, 255*95, 223, 223, 223,95 
47*47, 47, 47, 47 , 47*47, 10 
255,07, £19,07,119*07, 255,17 

0, 2 ,11, 45*45, 45, 45, 45 
8, 170* 255 j 95, 223 , 223, 223,95 
47, 47*47,47*47,47,47,10 
255*07* 119*07, 247 , 247, 255, 1 



HD 


2813^ 


DATA 


IH 


2S134 


©ATA 




281 35 


DATA 


DK 


2813B 


9 AT A 


5D 


28140 


DATA 


HZ 


70142 


DATA 


kfc 


28144 


DATA 




,149 




UZ 


28146 


00TA 


HI 


28140 


06 T A 




0 




vn 


28158 


DATA 


KU 


20152 


DATA 




28154 


DATA 




*255 




eh 


20156 


DATA 


HE 


20158 


DATA 




* 0 




GO 


20168 


DATA 




*191 




KH 


20162 


DATA 




,254 




QK 


20164 


DATA 




8 




SV 


20156 


DATA 




* 0 




GK 


28168 


DATA 


CC 


20178 


DATA 


PH 


20172 


DATA 


UH 


20174 


DATA 




0 




G£ 


20176 


DATA 


dq 


20176 


DATA 


pa 


20188 


DATA 


M 


20102 


DATA 




70 





iV 20184 
fc» 20165 

5 

RE 201&S 
OD 20198 
70 

LS 20192 
GG 20194 

5 

UV 28195 
DC 20190 

70 

tCB 28288 
EP 28282 

5 

PH 28284 
UK 20285 
0 

LP 2O200 
EJ 20210 

5 

PB 20212 
HG 20214 
8 

LJ 28216 
fH 28210 
5 

OU 28220 
HO 28222 

178 
LD 28224 
FD 20225 

5 

OJ 20223 
UK 28238 
0 



DATA 8,2,21,45,47*47,47,45 

DATA 8, 170,255, 127*127, 127, 127*9 

DATA 47,47,47,47,47,47,47.18 
DATA 255, D7* 119, 119,119, 07, 1 

DATA 0,2,11,45,47,47*47,45 

DATA 0* 170 , 255,127, 127* 127* 127 , 9 

DATA 47,47,47,47*47,47,47,10 
DATA 255, 95 , 223 , 223 , 223* 07 , 255, 1 

DATA 8,2,11,45,47,47,47*45 

DATA 8 * 170* 255, 127, 127, 127, 127 P 9 

DAI A 47, 47*47, 47,47,47,47* 1ft 
DATA 255, 87,247, 87*127, 07,255,17 

DATA 0,2,11,45,47*47*47,45 

DATA 0*170*255,127,127,127*127,9 

DATA 47,47,47*47*47*47,47,10 
DATA 255,«7, 247*07, 247*S7, 255, 17 

DATA 0,2,11,45*47,47,47,45 

DATA 8 , 170 * 255 * 127 * 127*127, 127,9 

DATA 47, 47,47, 47*47, 47*4?, 18 
DATA 255 , 119 , 119,07, 247* 247 , 255* 

DATA 8,2,11,45,47,47,47*45 

DATA 8, 170,255, 127*127, 127*127,9 

DATA 47,47,47,47*47,47,47*18 
DATA 255 * 07* 127 , 87 , 247 , 07 , 255 , 17 



THE 
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F e a t u r e 




If you are a fan of Association Football (or soccer; take 
your pick) then you will be glad to know that unlike 
certain oilier kinds of soltware H there is quJte a large 
selection of football games to choose from for the Atari 
XL/XE. Computerised football simulations usually fall 
into one of two main categories; arcade games in which you 
control the movement of your team's players, and managerial 
simulations in which you control practically everything except 
the actual players. This type of game requires you to act as 
team manager which means you have to make all the impor- 
tant decisions such as buying new players, offloading unwan- 
ted players, deciding on team tactics, and avoiding club bank- 
ruptcy. 



IT ALL, BEGAN WITH ... 



SOCCER 



6 



The first football game ever released for the Atari was the 
Imaginatively named Soccer from Thorn EMI way back in 
1 98 1 - The game was originally released only as an 8K ROM 
cartridge and would then have set you back over thirty quid? At 
the time of its release. * itie computer magazine called it "prob- 
ably the best football game you will ever see on a home 
computer'! Okay, maybe he was a little bit too enthusiastic, 
but even over ten years later, this remains one of the best 
football games available. 

The menu offers a choice ol one to four players, as the 
program was written lor the old 400/800 computers which 
had four joystick ports. This enabled two human players to 
play on each team, or even all four in the same team playing 
against the computer. However, on the XL/XE models , only 
the one or two player options are available,, although both 
players can still play on the same side, a feature which has not 
been incorporated Into any subsequent soccer games for the 
Atari, Of course, with both players collaborating 
against the computer, it is possible (alter a lew 
practice matches) to give the Atari a good hiding. 
This is an excellent way to practice playing the 
game if you find it difficult to begin with. 
The control method used in EMI Soccer' is 
also unique. When you press the joys tick 
trigger, the player on your team who is 
nearest to the ball momentarily changes 
into a number 1 or 2 (depending on 
which joystick you are using), and that 
player is then put under your joystick s con- 
trol. The lire button is used to kick the ball 
when it is in your possession; it sounds a bit 
strange but it works very well. Whenever a 
player gets the ball, the other members of 
your team tend to stand around ball- 
watehing, so you have to lake a little time 
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tones of football on your 
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to gradually get your team organised into some kind of forma- 
tion. Goal kicks, comer kicks and throw- ins are taken automa- 
tically hy Ihe computer using the nearest player. When you 
manage to beat the computer* you can increase the skill level 
for a more competitive match or, better still, play against a 
human opponent, which is a lot more fun. Another option on 
ihe menu allows you to choose the length of game, with 
choices ranging from ten minutes to a full ninety minute 
match! 

The actual player graphics are good, although very small (as 
they should he in comparison to the size of the pitch) , and the 
teams are coloured black and white, so they are easily disting- 
uished on colour and black and white televisions. The pitch 
scrolls horizontally very smoothly, and the referee s whistle Is 
even quite realistic. Soccer 1 was re-released around 1984 (as 
were the rest of EM Is titles) on the Sparklers label for a third 
of the original price [on cassette only), and again more recently 
by Alternative Software at the almost giveaway price of two 
quid. The cassette is easy to get and is currently available from 
Miles Better Software, but the original ROM cartridge version 
Is almost impossible to find. This game is highly recom- 
mended. 



FOOTBALL MANAGER 

Everybody must ha\ r e heard of Football Manager, which is 
probably the only chart topping game ever which was written 
In Basic, and undoubtedly the game which has appeared on 
more different computer formats than any other, Hie original 
game was released in early 1982 for such antique machines as 
the 7X8 1 and TRS80, but when the Spectrum conversion 
arrived a year later the game sold in vast quantities. It was 
subsequently converted to just about every home computer 
you can think of (and a few more besides), with the Alari 
% r crsion arriving (as usual, last) a few years later. Atari 'Football 
Manager' was a big disappointment, inferior even to the Spec- 
trum program, using monochrome displays and no graphics 
whatsoever. The Spectrum and Commodore versions boasted 





match highlights, using small player graphics (a bit similar to 
those in EMI Soccer ! which added little to the game, but were 
preferable to the Match in Progress' text screen on the Atari. 

Once past the very long cassette load, you are given a list of 
all ninety! wo English Football league clubs, one of which you 
can choose to 'manage', Alternatively, you can input your own 
choice of club, together with the club you want Lhc new team 
to replace. After this, you select a difficulty level ranging from 
one (beginner I to seven [genius); newcomers should start with 
level one as the game is a little difficult to start with, but the 
difficulty can be altered at any time during the game anyway, 
which Is a nice feature. 

Your team begins in League division four, and each season 
also brings the challenge of playing for the KA Cup. You begin 
with a managerial rating of zero (per cent): any success you 
have will increase your rating, and of course if you have a bad 
spell your rating will go down. Winning Lhc League will gain 
your team promo Lion to the next division, with the ultimate 
aim of the game being 10 win the First division Championship 
and the FA Cup. The game can be saved to tape at any time, 
which Is an excellent feature. Once you gain promotion to the 
Third division, you can save the game and re-load it every time 
you play, so that you never have to start from the bottom 
division a^ain. Bank Loans can be arranged to buy better 
players and any useless players can be sold, but if you start 
losing a lot of money then the club Directors may decide to lire 
you? 

Each player in your squad is given a number, a rating for skill 
and energy, and his current transfer value. Most of the players 
in the game were quite well-known stars of English Soccer 
when the original game was released in 1982 P but as the game 
is rather old. many of the players listed have since retired, so 
younger Soccer fans may not recognise many of i hem: l In n 
are no Linekers, Beard sleys or Gazzas (thankfully) in this 
game. 

'Football Manager is totally keyboard controlled, and despite 
its age, lack ol colour and graphics, is a Jairly entertaining 
piece of software, I think the original price was about six quid 
but the game was re-released by Prism Leisure as a budget 
cassette a few years back and as far as 1 know Is still pretty 
easy to get hold of. It is certainly worth a look for the price. 



AN ODDITY 



Shortly alter the release of" "Football Manager , a similar game 
was released called Liverpool which was also written in Da* it- 
but was available by mall order only on cassette and cost ten 
quid. It was then made available on disk a few months later 
(the first Atari football game available in 1his formal) for fifteen 
quid, but is now very hard to get. 




THE WORLD CUP 

When the 1UE6 World Cup Finals took place in Mexico, many 
software companies Jumped on the bandwagon and produced 
football games for many machines to tie tn with the mass TV 
coverage of the event. Atari XL/XE owners had to wait almost 
a year after the World Cup had finished before S> IV software 
released World Cup Manager. The same company also gave 
us \Darg\ an excellent Bouldcrdash clone. L World Cup Mana- 
ger 1 was released on both cassette arid disk formats simultane- 
ously. 

The game is very similar to 'Football Manager" but introduced 
Atari soccer fans to a new feature: running commentaries of 
the matches as they are played, all in nice multicoloured text? 
To begin the World Cup competition you need twenty four 
International teams, which are provided for vol], or you can 
type in your own selection of 
countries if you prefer. Alter 
this yoii choose a team to 
manage, and then you can 
actually type in the names of 
your chosen country's players, 
something which "Football Manager 1 
did not let you do r but in this game It is 
necessary as the names are used in the 
match commentary. Next, the computer 
makes the draw for the six groups of four 
teams. At the end of the first round. Lhe 
top two teams from each group plus the 
four third placed teams with the best 
performance go through to die next 
round. 

Before playing your first match, your 
scouts are able to supply you' with a 
dossier of information on any four 
teams in the competition. The best 
strategy is of course to get know- 
ledge of the other three teams in 
your section: for example, do they 
use a sweeper system or do they 
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play the offside crap? Do ihey generally take short corners? Do 
they utilise man For man marking? It is your job to adjust your 
team's playing tactics to try and compensate for your oppo- 
nents style of play. There is unfortunately only one list of 
opposing team players In memory, so no matter which country 
you are playing against, you will be up against rnegastar 
players such as Maradona, Sanchez, Laudrup, Jossimar, and 
Schumacher. 'Che alternative is to change the opposing team 
players before every match, which is possible, but would take 
some time, not to mention extensive knowledge of foreign 
reams, or a handy book of foreign soccer players. It would 
however, make the commentary much more exciting. 
Aside from keying In new player names, all other control is by 
the joystick: just move the cursor to the option you want arid 
press the trigger, AH of your team's games feature (lie com- 
mentary, but If your team gets eliminated in the first round, 
then the computer will continue to report the rest of the 
results through all the rounds until the final is reached. At the 
end of the tournament , the scores from all your matches are 
displayed together with your goalscorers and your managerial 
rating, and then you arc prompted to play again. There is no 
need for a load/save facility as the World Cup is a knockout 
competition and the whole tournament does not take long to 
complete. 

Although World Cup Manager was available on disk and 
cassette. STV software have long since gone out of business, 
which means the game is now very dillkult to get hold of. 
Perhaps It would now be considered a Public Domain game? 
This is a nice piece of software which any football fan would 
enjoy; the only problem is getting hold of It. Tf you find it, buy 
Itl 

A similar game to this one called World Cup 86 was 
released by the author of Liverpool' in 1986, although it was 
less professionally programmed and used monochrome text 
screens like 'Football Manager'. It cost about eight quid and 
was available on cassette and disk. 'World Cup 8& puts you in 
charge of the England World Cup squad, but If you want to use 
a different learn, simply list the Basic program and change the 
players' names in the data lines, This game is another which is 
quite difficult Lo find now h as It was only ever available by mall 
order. 



FOOTBALLER 
OF THE YEAR 

One of the few games released for the 
Atari by Gremlin Graphics was Foot- 
baller of the Year, which brought 
a totally new approach to computer- 
ised soccer. It plays more like a con- 
ventional board game than a computer 
game. You have a certain number of goal 
cards at your disposal and you can play one 
of these to increase your chance of scoring in 
a difficult match, Also available are incident 
cards and transfer cards, all or which you 
have to pay for, but they arc not always 
useful! 

Although basically a managerial sirnula- 
Uon H arcade elements are also utilised. 
You get the chance to take several 
shots at goal and (he occasional pcit- 
altv kirk in most matches. The 




graphics in these sequences are not bad, with large, single 
coloured players which are much better than those in the later 
Kenny Dalglish game, The game lets you take part in league 
and cup competitions, and incorporates load and save fea- 
tures, but does not allow you to change the team or player 
names. The game was converted from the Spectrum / Com- 
modore and in the process lost the title screen icons. The Atari 
version has a menu screen instead. The original price was 
eight pounds for the cassette and twelve pounds for the disk 
version, but it was re-released as a hi id get tape on US Gold's 
Kixx label in 1989 for only three quid, which is a reasonable 
price lor a reasonable game, It is not outstanding, buL worth a 
look. 



A REAL BOARD GAME . . . 



'Footballer of the Year 1 may have played a bii like a board 
game, but Brian Clough s Football Fortunes, the third 
Atari soccer game of 3987, was a board gamel The package, 
endorsed by the outspoken manager of Nottingham Forest (my 
favourite Knglish team!) contains a small game board. cards P 
Monopoly- style money, etc.. plus a computer program (disk or 
casseKe] writ! en in Basic which lakes almost twenty minutes 
to load, but does include a nice hi-res title screen! 

The game caters for two to five players, each of whom receives 
1 I player cards plus two substitutes, each of which has a 
value of between one and five points. Players move round the 
buarU by throwing the romputer-diet\ and opportunities such 
as player auctions, sponsorship deals, bank loans and Injuries 
arise according to which square you land on, Once each 
manager has made his (or herl) move, the team strengths are 
entered into the computer > which 'plays" the fixtures based on 
each team's rating, but upsets can happen of course, as in real 
soccerl The managers collect gate money at the end of each 
match, and points are awarded for league posiUon, Cup prog- 
ress, and the state of your bank balance- Any number of 
seasons can be played through, with the winner being the 
person with the highest points total. 

Overall, the game is a very enjoyable combination of computer 
and board games, with the only niggle being the slow proces- 
sing of the league tables by the Basic program, Not a great 
piece of computer software, but a very good game nevertheless! 



OR DO YOU FANCY 
TABLE FOOTBALL? 

The final football game of 19S7 for the Atari was the very 
unusual Table Football from Alilgata Software which was 
marketed on the Rlno label for only iwo pounds. The game is a 
computer version of the old table top games which used plastic 
players operated by rods, and is very rare. Ii has in fact never 
been reviewed by New Atari User or even the old Atari User, 
which is a shame as it. is a very enjoyable little game, especially 
in two player modef 

The computer allows you to move the fc rod n nearest the ball up 
or down or swivel it from side to sicfe in order to kick the ball 
You would think the ball Is hard to miss, given the huge size ol 
it< but this is not the case! The game is played at a brisk pace 
and Is very entertaining: well worth a couple of quid if you can 
track it down. There has never been a soccer game quite like it, 
before or since! 
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INTO EUROPE! 

In 1988, the European Championships were held in West 
Germany, and Tynesofts attempt to cash in on this resulted in 
a full price game called European Super Soccer, although 
there was nothing very 'super* about the game, Tynesoft also 
seem to think that the USA is in Europe, (they have a team in 
the tournament) but never mind! The other teams Include the 
United Kingdom (eh?), France, Netherlands, and Atari World. 
Not a mention of W. Germany, Italy, or the USSR! The game is 
supposedly for one or two players, but the two player option 
has never worked! Nice one Tynesoft- 

The team colours can be altered before a game, but the choice 
is very limited; the first team s shirts are the same colour as 
the second team's shorts, and vice versa, which is just plain 
stupid. Why not have the first team's shirts and shorts one 
colour, and the second team s shirts and shorts the other? 
After this, however, tilings get even worse! The player graphics 
are blocky, poorly defined (given their size), and the scrolling 
and player movement is slow and Jerky, which Is not a good 
recipe for play ability! r lhe player being controlled is highlighted 
by a square cursor appearing around his square head. After a 
few minutes of this game, you'll be reaching for EMI Soccer 1 in 
despair! The one redeeming feature is the reasonable title 
music r but even if this game were Lo be re -released as a budget 
tape by Zeppelin dike most of Tynesoft s back catalogue) it 
would still be a waste of money, as many better alternatives 
are available. Happily, the author went on to write the classic 
shoot "em up Zybcx for Zeppelin! 



COME ON YOU SPURS! 



ENTER ZEPPELIN 

Zeppelin Games have released no less than three soccer 
games to date, the first of which arrived in 1989, Jtenilj/ 
Dalglish Soccer Manager was endorsed by former Glas- 
gow Celtic and Liverpool (then Liverpool manager) legend 
Kenny Dalglish, and introduced another innovation; a totally 
joystick controlled managerial game using icons and a pointer 
rather than keyboard commands. The main screen depicts a 
wide angle view of a football stadium with reasonably well 
drawn icon boxes superimposed on top. You just move the 
pointer to the desired icon (scout, bank manager, team selec- 
tion, etc.) with the joystick and press the trigger to select It, 
which takes you to the appropriate screen, 

Kenny Dalglish Soccer Manager is more detailed than the 
original 'Football Manager' , containing all the features of the 
original (including load and save game), plus optional match 
highlights depicted with large clumsy player graphics. Some- 
times the highlights are entertaining though; the players fre- 
quently bend the ball like a boomerang! The player names 
cannot be changed, and consist of many well known players 
plus a few of Zeppelin s programmers. The original game was a 
full price release, but like many others, has been re -released at 
a budget price, which is more sensible for this type of game. 

Zeppelin's other fooLball tpime in 1989 was the modestly titled 
Fantastic Soccer, which was the first [and so far only) 
vertically scrolling football game for the Atari. The pre-release 
rumours said that the game was as good as Kick Off on the 
ST, which of course It wasn't, but It came about as close as is 
possible on the humble eight bit! Once the superb title screen 
loads, you can choose a team, plaj^ng formation, and length of 
game, which ranges from ten to ninety minutes. There are only 
eight club names to choose from, including {naturally!} New- 
castle United, 

'Fantastic Soccer is played on a pretty small pitch, which 
scrolls a little Jerkily, viewed from directly above. This works 
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extremely well as you can see only the players" head and 
shoulders, which doesn't clutter up the screen in the same 
wa> as Tylh-soJVs iiaLnc. The pl;ivei < lusest io the bal] is 
highlighted by a coloured arrow, and can then be moved with 
the Joystick while Lhe other players run around into strategic 
(and some not so strategic! J positions. Pressing the flre button 
kicks the ball when you have possession, or if you are running 
at an opponent It enable* you lo do a sliding tackle. As in most 
soccer sims> throw ins, comer kicks arid goal kicks are taken 
automatically by a computer controlled player, Speed of play is 
very fast indeed, making 'Fantastic Soccer" probably the most, 
frenetic footer game available , 

Straight shots at your opponent's goal are easily caught by 
the goalkeeper^ so you must shoot from an angle to stand a 
good chance of scoring; I have found the corners of the penalty 
area to be the best positions to shoot from. The only tiling 
really wrong with 'Fantastic Soccer" is thai there is no facility 
to play a league or cup tournament, only single games are 
possible, but I suppose several players could work out their 
own terms for a little tourney amongst themselves. To sum up, 
a superb arcade football game which would be cheap aL double 
the price, and easily one of the most entertaining two-player 
Atari games available. 

A NEW WORLD CUP 

As the 1990 World Cup in Italy approached, new football 
games started streaming out for the popular micros, two of 
which made It onto the Atari XL/XE, Fortunately for us, two of 
the better ones! The first is Kick Off the Ancii ixmxie which 
"Fantastic Soccer' was based on. Unlike the ST or Amiga 
versions, the eight bit conversions, including the Atari, scrolled 
horizontally, which is strange, considering the fabulous suc- 
cess of 'Fantastic Soccer" as a vertical scroller. 1 he price of 

Kick Off was nine quid for cassette or fifteen for disk, making 
it the most expensive football game ever for the Atari, bar the 
old EMI cartridge. However, this one contained many features 
not found in any olher Aiari soccer game. 

Getting Lhe bad points out of the way first, the loading screen 
[using Technicoiour Dream L for dozens of colours) is pretty 
dire, and the actual players resemble squashed jelly babies, All 
twenty two players are tiny single coloured blobs but they are 
all made from five hardware sprites, which is quite a program- 
ming achievement, despite the fact that sometimes the players 
(and the pitch) flicker, split in half or disappear completely! 

The main menu offers an Impressive range of options: prac- 
tice skills (in which there is no opposing team on the Held so 
you can practice passing, shooting, etc, for as long as you 
want),, practice penalties (an arrow moves from right to left 
across the goalmouth and you press the joystick trigger to 
shoot), play a single match (against ihe Atari or a human 
opponent), or play a league competition. There are eight inter- 
national teams to choose from, and five different game lengl hs 
ranging from five minutes each half to a full ninety minute 
ma tch . 

During play, not only do you get goal kicks and throw im h but 
free kicks and penalties are given by the referee If he decides 
an infringement of the rules has been made! You can even 
control the way the ball swings when taking a corner kick and 
the player currently under your control flashes between black 
and white, which seems to work well. Overall, 'Kick Off is the 
most detailed and realistic arcade soccer simulation available 
for the Atari, despite being primitive in the graphics depart- 
ment. A must buy for footer fens, particularly now that it is 
available as a budget ca>ssette from Byte Back. 



JUST ONE MORE 

Zeppelin Games third and final soccer sim (to date) was 
released just before the 1 990 World Cup started. Trie game 
was World Soccer, and it was another manager type game, 
again using icons and joystick control. This time teams from 
around the world are all put together in a Super League, with 
top English and Scottish clubs like Celtic, Rangers, Liverpool 
nnd Kverton being Joined by giants like Bayern Munich, Inter 
Milan, Barcelona, and some I've never even heard of! There are 
three leagues In all, and of course you begin in the lowest 
division. 

The program appears to be identical in almost every way to 
'Kenny Dalglish' except, that, the graphic Icons are much better! 
There are five large, beautifully drawn icons at the top and 
bottom of the screen, with a lovely picture of a trophy and a 
couple of players In the centre. The only real difference is that 
you get optional match commentary from "ZKP TV" reporter 
Joss McDonald Instead of the match highlights. T he graphics 
depicting Joss with his microphone are quite good, and under- 
neath this is a scrolling match report similar to that in "World 
Cup Manager' except the opposing players are not referred to 
by name, but by team number. T he commentaries become very 
repetitive and boring after only a few games, but thankfully 
you can turn them off, which speeds up play immensely I 

The players in the game are imaginary, with no recognisable 
names among them, and unfortunately there is no facility to 
key in your own names. You can save and load games at any 
time, consult the scout, bank manager, change players, etc, 
as in the "Dalglish' game which "World Soccer' definitely im- 
proves upon, despite it being much cheaper. 

END OF SEASON? 

To date, these are all of the football simulations available for 
the Atari and it is unlikely that any new ones will become 
available now. 

II you are wondering which soccer games to buy for your XL 
or XE 4 1 would highly recommend Kick Off (AncoL FantasUe 
Soccer (Zeppelin), Soccer (Alternative), World Soccer (Zeppelin), 
and World Cup Manager (STV] if you can find it. 
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W" ell its tiiat time again wf\en I take over three pages of 
this mag and turn it into my own personal playground! 
(That's what uou think! - Ed) 
Afler half of my prophecies from the last issue didn't come true 
- you know the one's Mission Sfiark r hijiltrator. Hardball and 
the rest -all that I will say this time is thai I can' I promise 
anything* Wfiut I can promise is lots of cracking stuff arid 
definitely no dead parrots or even ex-parrots to boot! 
By the way if you ltx?k at Ihe picture in the top left hand comer 
of this page you uftlt see me reading In l>ed with a cup of 
Lapsing Souchong (echoes of the Gomesmaster coming in there r 
God .srcr.v us from possessed Scots men! Nothing personal Dam.) 
and a good booJc. Now about that book. Does anyone know any 
good hooks as Vve biten reading this one for the past IS moTiths 
or more and don't seem lo have got any closer to finishing it! 



ZEBULAND 

Now where is Zebu I and? I don't know but some tips come from the 
other side of the Atlantic is right up near the arctic circel would you 
believe? That's where Ed Hall of Yeflowknife in Canada lives and he 
has sent in al 50 leve ; codes for ZEBULAND. 



1 . ZEBU 
2 BLAP 

3. ZOFF 

4. BONK 

5. BAFF 

6. BING 

7. HOPP 
fl. FLAM 

9 PENG 

10 BANG 



11. PLOP 

12. BEEP 

13. MOEP 

14. UGLE 

15. ZIPF 

16. MONK 

17. TOON 

18. ZATZ 

19. BLOY 

20. AFtQH 



21. HEPP 

22. SUPP 

23. JUPP 

24. ZSCH 

25. PCHH 

26. YARG 

27. SNAG 

28. GNOZ 

29. NAJA 

30. HUTY 



31. WEST 

32. NORD 

33. SUED 

34. TOLL 

35. MATT 

36. DOAD 

37. HAH A 

38. LOGI 

39. DEPP 

40. SAC 



41. XERO 

42. FATZ 

43. GULP 

44. BAUF 

45. ONKO 

48. WAPP 
47. LINK 
48- DRAG 

49. AETZ 
. HELP 



FREE CASSETTES! 



if your hint, tip or map is used by 
The Tipsier you can claim a FREE 
CASSETTE (from ifo&ae curnpfttiy 
avails h la from Tha Accessory 
Shop) but you won't get one rf you 
don't send something lo The Tips- 
ier - gel tipping now! 

NOW TO CLAIM 

It you see your name in this column 
Just drop us a line and say "My 

name is and J claim my tree 

Tipster cassette" end simply tell u* 
which cassette you would 1 £Hce (give 
an alternative just in case). We will 
whip it oft lo you poste haste (or 
straight away). If you prefer you can 
always give us a ring instead on ihe 
usual number 




NOW 

LOOK 

HERE 




BACK TO HACKER 




Roy Griffiths of Luton in Beds says that the Hacker solution 
that was published in Issue 52 was wrong so he lias provided 
what he assure* mv is Ihv cur rev t solution. 



SWITZERLAND 
EGYPT 
GREECE 
INDIA 

NEW YORK 

TOKYO 

CHINA 

CUBA 

LONDON 

SAN FRANCISCO 



WHAT TO GIVE 

£5000.00 

CHRONOGRAPH 

TUT 

EMERALD SCARAB 

DEED TO SWISS 

CHALET 

3 KT DIAMOND 

PEARLS 

MM CAMERA 
JADE CARVING 
BEATLES ALBUM 



WHAT TO BUY 

EVERYTHING 

EVERYTHING 

NOTHING 

NOTHING 

3 KT DIAMOND 

EVERYTHING 
JADE CARVING 
NOTHING 
BEATLES ALBUM 
NOTHING 



Then, take the given FBI document to Washington to win the game. 
Here below are the directions to take, Please note you must follow 
these exactly or you won't tie able lo complete the game. 



DESTINATION 

SWITZERLAND 
EGYPT 
GREECE 
INDIA 

NEW YORK 
TOKYO 
CHINA 
CUBA 

LONDON 

SAN FRANCISCO 

WASHINGTON 



DIRECTIONS 

6E r 4N 

4W, 1 N, SE. 2S, 1E 

1W, 1N, IE 

1E. 2N, 2E« 3S. 1E 

1W, 3N. 16W, 15 

6W, 1N. 14W, 2S, 5E 

4W 

1E, 3S> 2E, 1N, 4E t IS. 2E, 1S, 

2E ? 15, BE, 3N 

3W, 2N, 2W n 7W r 3E 

3W, 2S, 12W f 1N, 1E 

1W, 15, 10E, 2N„ 2W, IS, 3W 




Also trom Roy Griffiths is a solution to 
Escape to Targ; Mercenary 1 

A'i Buy Dominion Dan" after you crash on Targ. 
B) Fly lo 09-06, get Ihe SIGHT, ENERGY 

CRYSTAL, MEDICAL SUPPLIES, CATERING 
PROVJSIONS. (N.B. go through transporter in the 
room with the MEDICAL supplies to gel the PHOTON EMITTER) 
Cj Fly to 81 -35, got GOLD and KEY (for COLONY CRAFT HANGER) 
D| Fly lo gel WINCHESTER, and board the CONCORD craft 

E) Fly to COLONY CRAFT (OS-OB). Se\\ WINCHESTER in LABORATORY, 
CATERING PROVISIONS in KITCHENS. MEDICAL SUPPLES in INFIR- 
MARY. GOLD in EXCHEQUER, ENERGY CRYSTAL in POWER ROOM. 
Get KITCHEN SINK 

F) Fly lo 09-06 Gel COBWEB (wilh KITCHEN SINK, It will open all doors.) 
Get POWERAWP. Drop COLONY CRAFT KEY 

Gi Fly 10 09-05 Gel ANTENNA, NEUTRON FUEL 

H) Fly lo 03-DO Gel ESSENTIAL 12939 SUPPLY. ME C HANOI D. -If wisned. 
Ily to lo gel the DOMINION DART! 

I) riy lo 1 1 1 3. Gal USEFUL ARMAMENT 

J) Fly to COLONY CRAFT. Sell MEC HANOI D in INTERVIEW ROOM, NEUT- 
RON FUEL in ENGINE ROOM. 12939 SUPPLY in CONFERENCE ROOM, 
USEFUL ARMAMENT in ARMOURY 

K) Fry to 09-06. Go to COMMUNICATIONS ROOM. Bent a spaceship. Fly 10 
Q8-Q8. Board ship and .ea^ r ARG 1 n you don [ have any maps ol the 
locations, do laKe the rjme lo wander around TARG, if not lor Ihe sake of 
completing the game, Ihen jusl to look aboul and enjoy ihe scenery and 
Paul Woakes' humour. 
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Iharfk 



[I] Lift. 

[51 Gives ytxi 9 c*lra grenades. 

0 CaimNm. Cdlccl 4) 

P=1 Ammo renewed to 60 each lime, 

l?l Hcarl gives you exuo energy. 

0 Divided ?oom. 

[T] nrsUoy VDti to gel past blocked room. 

U Mocked loom (|-+It) destroyed by 
appropriate VDU. 

Happed by 






You tran't keep a good game down. 
Strange Odyssey by Scroti Adams is 
one heU of an advcriLure that simply 
doesn't want to lie down arid 1 don't 
blame It. Mark Stinson has mapped in 
and solved it quite comprehensively 
(thanx Markl. Please Note that DISC 
HOSE ts short for DISCONNECT 
HOSE which doesn't fit on the entry 
position in the game. 

THE SOLUTION 



ptfJk 



. AW .1 



d i n 1 1 1 U 




* <— ■: 



* i 



- 



3E 




U&itT 



•0 





3k, 



By Scott Adams 

Mapped by 
Mark Stinson 



D, TEG TIUS, TEG RESAHP, TEG LEVOHS, U, SSERP DER, OG ROOD, RAEW TIUS, SSLRF DER. OG ROOD, PMUJ, W, OG EVAC, TES 
RESAHP, OT YORTSED, TOOHS REDLUOB. OG THGIL, TES RESAHP, QT NUTS, LLUP DOR, HCUOT CfTSALP, HSUP DOR, LLUP DOR, 
HSUP DQR, HCUOT CITSALP, OG THGIL, GID, TEG KCIP, OG ELGNUJ, E, TOOHS DNUOH. TEG DNUOH, S, W, OG THGIL LLUP DOR, 
HSUP DOR, HCUOT CITSALP, OG THGIL PORD DNUOH, OG THGIL, TCENNOC ESOH, SSERP ETIHW, SSERP KCALB, CSID ESOH, 
OG THGIL, LLUP DOR, HSUP DOR, LLUP DOR. HSUP DOR, HCUOT CITSALP : OG THGIL, TEG GNITNlAP, TEG ERUTPLUCS, OG 
THGIL PORD GNITNlAP, PORD ERUTPLUCS, ENlMAXL ERUTPLUCS, PORD RESAHP. PORD KC i" HAEW 5ELGGQG, SSERP 
WOLLEY, EN I MAX E GNITNlAP, PORD SELGGOG, TEG TLEB, RAEW TLEB h LLUP DOR, HSUP DOR, HCUOT CITSALP, TSlWT ELKCUB, 
OG, THGIL, TEG YDNARB, OG THGIL, PORD YDNARB, OG THGIL, TEG LATEM, OG THGIL, PORD LATEM, TSIWT ELKCUB, PORD 
TLEB, TEG RESAHP, TEG KCIP, TEG LEVQHS, LLUP DOR, HCUOT CITSALP, HSUP DOR, LLUP DOR. HSUP DOR, LLUP DOR, HSUP 
DOR, HCUOT CITSALP, OG THGIL, W KCIP ECI, TOOHS DNUOH. TEG DNOMAID, TES RESAHP, OT YQRTSED, TOOHS ECI, E, OG 
THGIL LLUP DOR. HSUP DOR, HCUOT CITSALP, OG THGIL, TCENNOC ESOH, SSERP KCALB, SSERP KCALB, CSID ESOH, OG 
THGIL LLUP DOR. HCUOT CITSALP, HSUP DOR, HCUOT CITSALP, PORD RESAHP, PORD KCIP PORD LEVOHS, TEG LATEM. KAERB 
DOR, TEG DOR, TEG GNITNlAP, OG THGIL, U t W, PMUJ, SSERP DER, OG ROOD, D, PORD GNITNlAP, PORD DNOMAID, PORD DOR. 
NEPO NCTAH, PORD LATEM* U, OG ROOD, SSERP DER. OG ROOD, PMUJ, W, OG, EVAC P OG THGIL TEG YDNARB, TEG T_EB. TEG 
ERUTPLUCS, OG THGIL, Li, W, PMUJ, SSERP DER, OG ROOD, D : PORD TIUS, TEG DOR, OG HCTAH, TUP DOR., U, TEG DNOMAID, 
TEG GNITNlAP, U r SSERP EULB, OG ROOD, SSERP DER, OG ROOD. PORD TLEB, PORD DNOMAID, PORD ERUTPLUCS, PORD 
GNITNlAP, PORD YDNARB, EROGS, 

Weli that just about wraps up the Odyssey apart from the tact that the map that's up there could help you keep your bearings 
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IARDBALL 




Dave W. from Birmingham hax been very, very busy. Not onlu has he 
ainifj up wiili liie most bnpressive dossier ever on I Sorrlboll fur indeed on 
anu game) but he hcus ro/sr j qir.wi lls- tlie rundown on Infiltrator. I doubt 
tihad there tuffl be cnoujgft room in one issue Jar both bui you. can be sure 
that anything misting will appear in the next issue lor the one after, or 
--J- 

Lefs tackle Hardball, ffiy the way do uou stay up through the night lo 
ivatch the TV program? It's excellent Ed.) 

All those abbreviations call now be explained thanks lo Uuve with the 
lists below. 

(W) 

(L) 

(S) 

(IP) 

(ERA] 

(HR) 

LAB) 

(HBJ 

(RBI) 



Ciaiiiies won by relief pitcher 

Games loftl by Ihtr relief pitcher 

Games saved by the relief pitcher 

Number of innings pLu- htM.1 

Earned Runs Averages (Pitchers mistakes) 

Home Kuns made 

Number of limes a batter has come out i" bat 

Number nf stolen bases made 

Runs batted in (runs created wish their bil) 



Hie EE*A is the best measure of a pitchers capabilities followed by (SJ 
'llie KEJl or Ribbies are what the hitters covert mostly followed by AVG's 
and HR's 

The following list of pitchers art for die All Stars, with their equivalents 
on the right. 

LEAKY = MOREHEAD 

PRINCE = EULER 
MKlMtJOZA - LEMAY 
COOK = JAMES 

PEERS - WILLIAMS 

Tlie other pitchers below all have different pitching styles 



Atkins [AS) 
Eslrada (AS] 
Frisians IAS) 
Oliver (AS) 
Perez [AS! 



Tompkins (CP) 
Morllnl iCP) 
Baldwin (CP) 
Ross (CP) 
Wright ICri 



Pitching a different delivery each throw conl'iines 1 he computer player h 
It is called Dek-ing by I he Americans. Right hand pitchers can use 
CurvebalLs (in) to Right hand batters and sliders (in) r eurt'eballs (out) to 
left hand batter*, [.eft hand pitchers can use Screwballs (in) to Hi l 
batters, all these with good effect E 

Should the computer's hitters hit your pitchers deliveries regularly, 
ehange him for another with different styles, e.g. Mendaza for Perez, for 
the computer h.jn Lucked im in Perec's four styles. 

I f you are on 3 no balls (in the hole) against a good slugger, deliver the 
4th central (down the alley) using a bullseye shot [no In, out. up or 
dawn] af a style different from the last delivery |[3ek) or use tlie 
international walk option from tlie menu, and walk the hitter to 1st 
liase instead of giving a home run chance run away. Do remember that 
phiyrrs (in hisses already also move Oil. A rating below ,3 is very good for 
;l friLeher, while a rating of .300-1- is cxcellenl for letters. 

Good home sluggers have a lower AVG and if you have previously 
loaded 2 or 3 bases before their turn, they usually grant you home runs 
(they require Mora! Elnosiers!). Loading bases is made easy by taking 
ynur hit with a low swing, the ball will fry high enough In allow you even 
to reach 3rd base occasionally. 

Holding tlie fire button in on contact adds that punch, but should you 
thmk that the ball does no! have the Lf U.si, release the button quickly 
a nd it usually falls short of a fielder. Swinging In or Out early or late 
can cause the ball lo go deep outfield allowing bases to be stolen. 
Timing counts, too early or to late causes 1 he familiar POUL. GetUng the 
timing right can send the ball "Ne'er to be seen again" especially if yon 
caleh a fastball. 

This game must be tn the Ameriean League due to its option for a 
l>esignated Hitter (DHL He replaces the pitcher when batting but does 
not Held when the others do. You can change a runner on n luisr Lf he is 
slow with a pitch runner and use a pitch hitter at the later stages of the 
game to replace a weaker hitter. Substitutions made after the match 
starts cannot re-enter the game, changes made prior to the start can. 
In fielding get into (he habit oi throwing to your nearest base, then to 
your targeted base. It Is much quicker 1ban a direct approach from deep 
outfield, ^rci b.jse Ls I lie most important, runs arc made fmm 1 his base 
easily when a batter hits deep, so make this base your priority and 
don't forgr l lo lei .lJo of I he fire button to throw. The OFs can replaee 



THE ONtV QUICK E IN THIS ISSUE! 



From the frozen wastes of Ballintiassig of County 
Cork comas a little snippet from Kevin O'Oonovan for 
POLAH PIERRE He says Ihat to get to the top of the 
third level there is a trap door just past the second 
shooter To use it simply stand on the trapdoor and 
jump. You will land safely on the lop of the flags. 



cither CK, KK or IJ"s. JCaeh have different throwing capabl- 
Lilies, swap and see. 

PLAYER OUT OF POSITION:- Each fielder has a nominated position to 
play in, re -positioning wrongly will make a receiving fielder \tvvsa- 
allowing your opponents lo run home and steal at will. Lclt-handcrs arc 
preferred for 1st and 2nd base due to 2nd and 3rd heing to their rightll 
Short Stops (SS) are like Goalkeepers that stop or try to stop the very 
hard hits going out outfield. 

Here are some Americanisms associated with the game:- 
Double Playr 2 out in one pilch 

Charity Hop: A bouncing ball that goes directly to a fielder 
A Butcher; Is a fielder with a bad glove 
Up the Alleys Hitting the ball between 2 fielders 
A Twcener! A hall I ha I is hit this way 
A Can of Corn: Is a high flyer that is easy to catch 
A Bleeder; Is a lucky hi! Lhat lands the hitter on base due to it 
bouncing badly 

A BeanhaU; An accidental or deliberate pitch towards the batters 
head 

A Line Drive: A ball hi1 hard and low 

A Ground-out : Making, a hit and being run out at 1 st bast 

To Take: To take the hall pasi withoul playing for it 

An Assist: It's a credit awarded to a fielder who has heljied another 

1n gelling a hitter or runner out, whether it be a deflection 

or throw to base 

Ttiere uuu have the most comprehensive dossier on HcwdbaU ever! Can't 
saif J understood it ail bui $ uou have ilut game ii will be a piece of cake 
for slundil t)iat In.- u recti cookie?} 



Well that seems to be all the. letters and 
other stuff for I his issue nparl Ironi I he 
pleading If: t uts thai tire always welcome 
in 1he column (in a sort of way they are 
the lifer blood of this column). From Sut- 
ton In Ashlield comes a plea from Louise 
Wuud. She keeps getting stuck on the 
final part of GHOSTBUSTERS, 
She zapps all the ghosts only to get flat- 
tened by the marshmallow man's feet at 
the end (she thinks it's the end) and she 
wants to know how to gel through the 
donrs (and the marshmallow man's feet) 
lo finish the game. 

Prank Cunningham needs some help in 
ALTERNATIVE REALITY. He 
needs the Gargoyles name lo continue 
any further in the game. One of you at 1he back of the class 
there must know the answer. 

Finally John Ho needs to know to complete the type in game 
INDIAN GOLD - come on be the first to send in a 
complete solution to a type int (Bill HalsaU. actually sent in a 
jiitt solution with the: listing so (f The Tipster asks nicety I might 
lei him have it T Kd.) 

IVe got to go now, the old Brain is starting to shrivel and 
stagnate and Im off on two weeks holiday to balmy Devon 

fwhool) 

I'll be back with a vengeance next issue and this means that 
you get no respite tn the campaign for those golden tips that 
are needed to make this nolumn the best. Don't forget you'll get 
a free cassette if your tip is used. 

Usual address as usual {surprising that!) 

THE TIPSTER 
NEW ATARI USER 
P.O. BOX 54 
STAFFORD 
ST 16 1DR 




WANTED 
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XL/XE Extras 




YOUR 




One of the major supporters of the Atari Classic 
machines is Micro Discount of Birmingham who seem 
ta scour the country looking for new products that 
might be of Interest to S-bit users. Several recently acquired 
products }\ave been sf?ni to us for review and since some of 
them can be described in just a few words it seems appropriate 
to combine them all as a 'mixed bag' with something 0} interest 
to everyone. Let's dip into that bug and see what we find. 



1050 WRITE PROTECT 
SWITCH 

Most disk drive owners will know something, at least, of the 
write protect switches available which enable greater control 
over the drive. There have been several versions available over 
the years with slightly different functions but all are designed 
ic make it easier to write to your disks or not, as the ease may 
be. 




Tills particular unit is a dual function switch giving either full 
protection from writing to disks or the ability to write Irrespec- 
tive of whether the dtsk itself is write -protected. The malar use 
of such a switch is to enable users to format and use the 
reverse side of a disk without the need to cut a notch in the 
disk. With the switch fitted you need only put it in write mode - 
with Lhe indicator light (lashing red - and you can Hip your 
disks at will. Of course you can also write to disks which have 
write protect tabs on. A flick of the switch LQ the opposite mode 
- with a steady green Indicator - means that your disks are. 
fully protected , they cannot be written to at all. It's as simple 
as that. 

The switch comes as a complete unit that you have to fit to 
Lhe drive yourself. The job is quite simple requiring just a 
couple of holes to he drilled in the casing (or you can fit an 



A roundup of a diverse 
batch of new products 
for the XL/XE 



external switch box) and there is no soldering. Full instruc- 
tions are provided and anyone with a drill and some practical 
ability can have the job done in no Lime. 

A write protect switch is one of those things that, once fitted, 
you will wonder how you ever did without. There is a slight 
danger of wiping out your most precious disks but, in practice, 
this Is unlikely to happen, and the advantages of ease of use 
far outweigh this risk. The write protect swilch is ^ood value at 
£7 95. 



ATARI DEMO CARTRIDGE 

This ls h perhaps, one of the most intriguing pieces oi software 
you will come across since it was never actu; 1 1 k • «i -.. 1 le' Tl :: ■ 
cartridge was produced In 1987 as a means for dealers to 
demonstrate the range of games available for t he XL/XE 
machines and contains no less than three full games - J OUST, 
MS PACMAN and ONE ON ONE together with FLIGHT SIMU- 
LATOR II. These games are all Atari classics and have all hern 
reviewed in the past so further explanation is not needed. One 
very Interesting aspect of this cartridge is the way it selects the 
games K you switch on the machine and the first comes up, 
switch off and on again and the second comes up and so on. 
How does it know? 

Kour great games on one cartridge priced at £1 8-95 is good 
news but the disadvantage is that the cartridge conies without 
instructions for any of the games. As it was never issued for 
retail sale there was no packaging or manuals. As far as Joust 
and MS Pacman go this does not really matter since they are 
easy to pick up. One on One is a little harder but can still be 
worked out but, withoul insl ructions it Is doubtful whether 
you will fly very far with FS2! 

If yoti haven't got these games yet and fancy something 
unusual then the DEMO cartridge should prove to be in- 
teresting. 



The products in this review are all available from IX^rck 
Fern at Micro Discount wliose advertisement you will 
find elsewhere in this issue* 
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MICRO DISCOUNT 

265 Chester Road, Streetly 
West Midlands. B74 3EA. England 

Tel; 021-353-5730 OR FAX: 021-352-1669 



SEAL *N* TYPE 



One of those products that do not fit into any category is this 
protective cover for your keyboard- Made- of transparent, flexi- 
ble, durable, tactile, non-disco louring quality polymer' this 
overlay simply fits over your keyboard covering all or the keys 
and function buttons. The cover is specifically moulded lu fit 
the 65XE or ] 30XE and is taped into position along the top 
and front edge. Once in place you carry on using your machine 
in the normal way with almost full protection from coffee spills 
and total protection from dirt and grime. 

You may think trial using a keyboard with a plastic cover over 
it would be awkward but, surprisingly, it makes very little 
difference to the feel ol the keys. The, material is so pliable and 
moulded to the individual keys that the only difference in feel 
is a slight softness to the keys. In all other respects, use of the 
keyboard is as if the cover were not there. 

If you have ever opened up a keyboard you will have been 
shocked Lo Hod the amount of dust, dirt and grime thai 
accumulates and there is no doubt that a protective cover will 
stop this but how important this is will be up to Individual 
preference. The price of a cover for the XE models is £9 95 plus 
£1.50 to cover the postage, not particularly cheap, so you will 
need to judge just how essential a cover is to you. 



PRINT LAB 

With so little software for the 1029 and 1020 printers avail- 
able I am tempted to say just buy this anyway, at £5-95 for a 
unique utility for you printer you cant go far wrong. Print Lab 
is a development from a program originally issued as a bonus 
on one of New Atari User's issue disks and has been substan- 
tially upgraded for commercial release. If you want a more 
detailed explanation of the basic functions check ou t Issue 48 

Pilnt I-ab is a Graphics Mode 8 screen designer with the 
ability to print your designs on the Atari 1029 or 1020 printers 
or any Epson compatible printer. As well as normal drawing 
tools there is a choice of fonts for text which can be inserted on 
the screen In a variety of sizes, The latest version of the 
program includes 10 extra fonts giving quite a variety. Design- 
ing a screen involves simply drawing your design using tools 
such as circle, line plot and pixel pk>l and then adding whatev 
er text you require in your choice of font, The design tools are 
fairly basic but there are extra utilities that enable you to 
design icons on a 20 x 20 grid that can be imported into your 
screen and you can also cut sections from other 62 sector 
format pictures for use as icons, Once a screen Is complete you 
save it to disk ready lor printing. 

The printout is a standard size depending on the printer you 
use but the position of the image on the paper can be adjusted 
and there is an option on the 1029 to print three Print Lab 
screens consecutively, thus creating more complex and larger 
designs. On the 1020 you can choose which colour to print in r 
although there is no allowance for mixing colours within a 
particular Image , 

Print Lab certainly works well (1 hat's why it was initially 
selected as a NAU bonus) and can be highly recommended for 
owners of the 1 029 or 1020. Other printer owners might like to 
give it try as well. Although not as sophisticated as the (few} 
commercial desktop design programs available it represents 
good value for money. 



NEW AT API 551S DISK DHIVFS 
RECONDITIONED 1050 DISK DFMVLS 
STANUAHD XC12 DATA RLCOHDERS 
f llRBO CHARGED XC1 5? RECORDERS 
MICRO PRINT CENTRONICS PRINTER INTERFACE 
Works with ali software on Epxan camputibfo pf/nt&rf; 
NEW VERSION 2 1050 WRITE PROTECT SWITCH 
NEW" SEAL 'N' TVPL PROTECTIVE KEYBOARD 
COVERS I OR fihXE.' l 30XE 



C 125.00 
£ 95 00 
C 27.50 
£ 42.00 
£ 31 .95 
plus £1 5C 0/p 
£ 7.9S 

plus £1.50 p^p 



ROM CARTRIDGES 

Atai DEMO CARTRIDGE £18.95 
CRYSTAL CASTLES t1 5-00 

INTO THE EAGLES NEST £1 7.50 
MS P ACM AN II 10.35 

DIG DUG £3.95 



MARIO BROS 
GATO 

CHOSSBOW ifor Light Gun) 

MILLIPEDE 

POPE YE 



DQNKLY KONG Game Kit "Cartridgf: nnri 2 jayslicks" 



V 1 D 9:i 
£18.95 
£21.50 
£ S. 95 
E 8.95 
£12.0D 



&AFtGAiN BIN -The lolloping carl ridges are parr, ol a Diilk purchase - 
.ill are new arid teslori hut no boxe-i ui instructions - E.T. PHONL HOMI 
£3 50 - EASTERN FRONT £3 50 - DONKEY KONG JNR £6.50 - ACE OF 
ACES £10.00 - OZZV ORCHARD E3.50 - STAR RAIDER 1 £3.50 

BISK UTILITIES 
TRICKY PRINT "This allows you lo use the famous PRINT SHOP with Hi ■"> 
Atari 1029 printer. YES. at last rfs here! £10.50 

NEW- PRINT LAB Great prinleT Utility disk NOW WfTH W NLW 
FONTS 1or and Epson cornpatihle printers £5.95 plus f'1 50 p-'P 

DISK 1 01 my P.D. FILE. MEGA-BLAST 1. This is ono 01 the besl 2 player 
rjame5 I have- ever seen. Play the computer or set the computer lo pkiv 
fteelf or 2 players. Fantastic sounds flnri tor 1 30 users digitised music from 
Gensia. So let the good limes roll for jusl £3 00 mc. p.'P 

We are now Ihe main UK distributors for the new Dutch disk- based MEG a 
MAGAZINE Issues 1 : 2: 3: 4; £3 00 each or £10 the set 

Now over 70 XEsXL ROM Carlftfge tffe plus SO disk titles and 40 hrgh speed Turbo 
tapes in stock* 1 Goctf news 32 new 8-bit titt&S maW pe made available fa'tO'V Xw.if, 
--BRUNCHES 11 , "ADAX'. 'AD2044". "OPERATION BLOOD" 'STEREO DRUM 
MACHINE'. For ftjrV det&HS check oul Issuq 5 of Qitf $2 page information eatatogue. 
Eur! tffSt you witi need to register yOu? r&mff and futi postal address on our data base 
Trie rosr or' ihis service £ £3.$0 far £ copies (1 every S weeks); £6.00 Europe: ZW.bO 
E(sewt\ere Attentive iy you can dowrifo&tf frte oompiete 133K tile from ,'fie CtTY BBS 
ret. 021 321 t6W 

Advance Tickets riQW avsifabte for THE ALTERNATiVE MICRO 
SHOW 0. tf VOU »re an 3-bit uaar Bingfep Hail, Stafford is mtpt&ce to 
|he on Saturday November. Aduti E2 r itndar f3 r s £T 



XUXE MEGA BARGAINS 



EXCEL DISK MAGAZINE 



No. 18 - Out October 1st 
No. 19 - Out November 1st 
No. 20 - Out December 1st 



£4 
£4 
£4 



A 3 issue subscription costs £72 pfus choose 
a free PD disk o f your choice! 

Back issues 1-17 are available sit £3 each or all 17 for 
Oftly £30! Save £21 ! Or, choose any 5 back issues for £101 

LATEST PD DISKS: £3 €OOh or £10 for 4! 

DIGITAL EDITOR - Desktop publishing! 
SCREENS - Incorporate windows inlc praqs 1 
C64 SLIDESHOW ■ 20 of the best C64 pix! 
AMIGA SLIDESHOW - 10 INCREDIBLE piclures! 
FOUR TRACKS - Very good music utility! 
SPACE TROUBLE II -""Good graphic advenlurg! 
ORBIT Space flight simulalion game! 
LUNACY/SURPs UP - Double arcade pack! 
ROBOT + 9 - Ten sound/graphic demos! 
STAR FLEET + 9 ■ Ten more great demos! 
TURBO BASIC KIT (3 disk sel E7) This is tfie latest 
version with docs, tutorials, and tons of useM modules! 



All the above are double sided, sir*g!e density disks tor us* 
XUXE. Send a stamp tor full list ol 1 50 disks! 

CASSETTE GAMES: £3 each or £70 for 5! 

Two great games on each cassette! 



any 



TETRIS 3D Be CHESS 
JUMP & MONTY 
SUBMISSION & ROTO 
ZAND'S LABYRINTH & STAR- 
FIRE WARRIOR 
AMNESIA * MARBLE MAGIC 
NIGHTSHADE $ FUSE BOX 



GALACTIC CHASE Si SMUSH 
ARAX & EMPIRE STRIKES BACK 
XAGON & SPACES ALL 
REVERB I 3D £ MONSTER 
MATCH 

TILE TROUBLE & GEMINI 
XEVIOUS a TRIAD 



ALL A VAILABLEFROM 
Robert Stuart, 21 Stronsay Way, B room lands, 
Irvine, St rate h Clyde, KA11 lHZ n SCOTLAND 

All cheques -PO' a to R. Smart please! 
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R E V I E 







Mark Stinson gets excited 
over deep sea diving in one 
of the classic Infocom 
adventures 



YOU ARE AWOKEN ... 

The story begins in your room at the Red Boar Inn on 
Hardscrabble Island. There Is a knock at the bedroom door 
whirh turns out lo be a character named Hcvlin. Hevlin has 
dropped in uiiannounecd in an effort to cajole you into looking 
Lifter his book on shipwrecks. The book has new locations 
marked Tor two of the famed wrcrk^ off ] L-irdsenibble Island, 
After a successful bid. he leaves the notebook in your care, 
and as you Hick through Us pages you smile to yourself 
knowing that so many people have looked for those wrecks 
without a penny to show for it. The smile is only wiped from 
your face when you wiLncss Hevlin" s murder as be walks down 
the street outside your window. Somehow, you know there is 
more to this little treasure hunt than one man's overactive 
imagination,,. 

The following morning you awake to find a note from Johnny 
Red, an associate and central character in the plot. The note 
asks you to attend a meeting at the Shanty, the islands local 
bar. You will soon notice that your waLeh is suffering iron] old 
age and abuse, and is completely useless unless wound first 
thing in the morning. Depending upon how quickly you leave 
for Lhe Shanty , you may meet the weasel a thoroughly nasty 
character who can often be seen looking furtive and up 1n no 
good; don't trust him! Once at the Shanty you get to meet the 
central easL of characters: Johnny Red. the weasel, and Pete 
the rat (who gained his nickname through his choice ol dish 
while a cook on another ship). 



TIME TO EXPLORE 



26 



Culthroals. another masLerpiece of innovation from the 
masters of adventure themselves, Infocom, features 
you as a top class diver searching for sunken treasure. 
The adventure level is classed as standard, and is second in 
the True Tales of Adventure' series, the other two being Seas- 
Lalker and Infidel. This series has been my own personal 
favourite because of its selling in the world ol high adventure^; 
not that 1 am totally averse to a moderate sprinkling of horror, 
magic, mystery and science fiction every now and then! 
The packaging is up to Infocum's usual high standard, com- 
prising: a True Tales of adventure magazine, disk, instruc- 
tions, nautical supply list, and an historical publication by 
Hardscrabble Harbor Historical Society, entitled "Four Ship- 
wrecks off Hardscrabble Island , As always, Lhe adventure has 
lasting appeal, and a real sense of participation, because of 
Lhcse small touches. I found it especially exciting to read 
through the shipwrecks book, which shows the believed loca- 
tion of four wrecks off the Island. Each wreck is given a brief 
history K and the unfortunate ships in question are the Sao 
Vera (1698). HMS Intransigent (3715). Fianna (1887) and SS 
leviathan (1916). The True Tales of adventure magazine Is also 
entertaining and amusing, as well as informative. 
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Greetings over, a further rendezvous is decided upon, and 
after testing Lhe local cuisine you are able to explore (lie 
island. The island is quite small, with most of the interesting 
areas at Its north end. At the north end can be found the 
Wharf the Red Boar, the lighthouse, MeGinty's Salvage. Out- 
fitters International, and the Shanty. To the south of the island 
is [he m miners trust, where you may obtain your cash. By 
now, you will most probably have met up with McGlnty, who is 
lhe "J.R/ of Hardscrabble Island, and owner of the disreput- 
able MeGinty s Salvage, My only advice is avoid him and if 
contact is inevitable, keep quiet. MeGinty is shrewd and 
notices even-thing. 

When you Anally make your next meeting with lhe gang, you 
will be shown one of two objects - a coin or a plate. Examining 
either of these, in conjunction with your notebook will identify 
which wreck you are to look for. After an Indication of your 
acceptance, you agree to a further meeting with Johnny. You 
will also need lo wilhdraw a sum of money before your next, 
meeting. Having withdrawn your life savings and met again 
with Johnny, you pay a visit to the Outfitters International. 
You must now decide which equipment is necessary for the job 
(depending upon the depth of the wreck) while Johnny orga- 
nizes the ship. 



FULLY EQUIPPED 

Once all of the necessary equipment is ordered, you can 
wander about again while waiting for the high tide [check out 
the tide tables on the back of the equipment list). Timing Is 
very important In Cutthroats, so it Is advisable to make a note 
of certain characters movements during the f#imt\ Eventually 
you arrive at the ship which is docked at the Wharf. You now 
wait for * lie arrival of the delivery boy with all your equipment 
mid after him. the erew. Now is I he Lime lor your map reading 
skillsl Before you can set sail, Johnny will need to know the 
longitude and latitude of Lhe wreck. Once you have ii dunned 
Johnny of the location, It Is advisable (in fact unavoidable) that 
you get some sleep. 

Before long you are woken by Johnny, and realize that this is 
the moment of truth, now is the time to kit up and dive. If you 
have bought the wrong equipment, or if you use il incorrectly, 
you will meet a cold and watery end. II is at this point thai the 
real puzzles are pul hefore you, especially when you try to 
negotiate the shipwrecks. 



DIFFERENT WRECKS 

As I have mentioned K there are two different ships to dive at, 
each with different puzzles and treasure. I especially enjoyed 
negotiating the SS Leviathan on hoard which, amongst other 
£oori puzzles, I had to avoid a live mine which was blocking an 
exit . Once you have solved all of the ship's puzzles, arid 
retrieved the treasure* you have to negotiate a crew which 
harbours a cutthroat. Was it all in vain? As there are ten 
points left to gel. you just know there is a solution to this 
problem* somewhere! 

I thoroughly enjoyed cutthroats. Indeed, of the fifteen Infocom 
adventures I own (only three of which are solved) this is my all 
time favourite. I have only one complaint, and that is the 
random selection of the shipwreck to dive on. I spens three 
quarters of an hour Irying ia i^enenilc the Leviathan version, 
after completing Lhe Sao Vera! 

Availability - my copy was obtained from Miles Better 
Software Jor£9.95 plus postage but stocks may he loin 
so check around wherever you can. CUTTHROATS is 
also available on the ST 



HINTS AND TIPS 



MY ROOM IS RANSACKED WHEN I'M OUT, WHAT CAM I 
DO? 

esu ruoy yek 

MCGIMTV PREVENTS ME FROM HIRING A SHIP 

peek teiuq dna tel ynnhoJ ^aed htiw eht rettam 

I CANT FIND THE WRECKS 

eduiignql draa edulstal sgnidaer era no ruoy koob (edisnt tnori 

F6V0C} 

ON THE SAO VERA 

I BREAK THE LADDER ENTERING THE SHIP 

uoy trtod cteen ti 

I CANT MOVE THE BUNKS 

esu eht skip 

THE BUNKS FALL SACK WHEN I MOVE THEM 

egdew rrseht iitiw eht ekip 

I CANT CARRY THE CHEST 

hsup ta hgyornt eht oleh dna hcatta ti ot eht epor 

HOW DO I GET UP THE LADDER? 

uoy (nod. hsup eht larrab ot eht htron, dnats no ti dna tuc epor 
Iw drows marl noteleks) - bmifc epor 



WHATS THE MACHINE FOR? 

sti a latern rotcsted! 

ON THE SS LEVfA THAN 

HOW SHOULD I GET INTO THE DINING ROOM? 

hguorht eht eloh erehw eht enim si 



HOW DO I STOP THE MINE FROM EXPLODING? 

tup tengam neewteb sekips* nrut t( no, pord ti 

HOW 00 I SQUEEZE THROUGH THE GAP? 

tilgli knat eliftw gnimmtws hguorht 

HOW DO I OPEN THE SAFE? 

liird ti 

HOW DO I STOP THE CASE FROM FILLING WITH WATER? 

ekat ti ot sht ria tekeep, liird ti ot niard retaw, riaper x\ htiw yttup 

HOW DO i PREVENT MY MURDER WHEN FINISHING THE 
GAME? 

yap a tisiv ot s'ytniGcM retfa uoy evah thguob ruoy seijppus ta 
ght rettifluo, tub ekam erys eh si tajo. reine raer wodniw, teg 
epolevne, edih ti r«dnu may sserttarci dna ewg ti ot ynnooJ ta eht 
evid noitacol. 



DO YOU STILL CARE? 

Of course you do but remember the next issue of NEW ATARI USER will 
be available only on subscription. If you want continued support for 
your Atari then you must subscribe NOW - no other magazine will 
provide the coverage of the XL/XE that you find in NEW ATARI USER 

Do it right away - before it slips your mind 

USE THE SUBSCRIPTION FORM IN THIS ISSUE 
OR SUBCRIBE BY TELEPHONE ON 0785 213928 



New Atari User - Usue- 59 17 



X L/X E TUTORIAL 




FIRST STEPS 
SSEMBLY 





W hope thai you took in the various concepts in the last 
I issue and are ready to expand your knowledge. Trying to 
cover Assembly language on the Atari in the space of a few 
maga/ine pages is not easy, alter all whole books have been 
written about ft, but I hope that there will be sufficient infor- 
mation to gel you experimenting. Do be sure to study the 
program listings as these are, In many ways, more import an I 
than the te\1 giving working examples of machine code prog- 
ramming. Try to understand exactly how caeh program works 
and you should be well on your way to creating your own 
routines. 

Anyway let s start this issue with a little maths. 



ADDITION 



ADC ADd with Carry - adds a value to the accumulator, 
adds on the value to the accumulator and also adds on the 
value of the carry flag In the status register. This either has a 
value of 0 (no carry) or 1 (carry), e.g. If you add $10 and $10, 
the answer would be $20 If the carry flag was clear, however if 
the carry flag was set ihe answer would he S21. Note also that 
ADC can only do single byte addition. If the answer is greater 
than $FF then the carry flag is set to indicate this fact and 
accumulator indicates the rest of the answer. For example if 
you add $F0 and $25 (when the carry flag is clear) you get $15 
and 1 in the carry flag I.e. $ 1 1 5. When there is no cany the 
carry flag is cleared. 

ADC works in the following addressing modes: 
immediate, direct zero page direct, indexed direct zero page 
indexed direct pre indexed direc t post indexed direct 

To add I byte values it is best to clear Lhe carry flag belbre 
addition otherwise results could be unpredictable - The in- 
struction CLC (CLear Carry) - is used for this purpose. There 
is an opposite command to scf lhe carry flag too that is SEC 

(SEt Carry). 

Example oj addition: 

LDA SOtiOO 



This little routine loads the value in $0600 and adds to it the 
value in location 20 with the result then stored in S0600. The 
carry flag will be set if a carry has occurred. 

The carry flag can be used for 16 bit addition i.e. addition of 
numbers from SO000 to $FFFF as below, 



LDA K1G1 

CLC 

ADC F1G2 
STA ANS 
LDA FIG 1 -i-L 
ADC FIC2+1 
STA AN5+1 



; Figure 1, low byte 

; Clear Carry 

; Add Figure il. lmv byk: 

: Store at ANSwer, low byte 

Add high bytes 

No CLC so if Carry Set 

then extra 1 added 



l he carry flag indicates a final bit in case the answer is 
greater than $FFFF. This can be added to the rouUne to deal 
with that eventualitv as follows. 



LDA tfG 
STA #0 
STA ANS+2 



: IF carry = 1 then one added 
; and stored 



ADC 20 
STA $0000 



SUBTRACTION 

SBC - SuBtmct with Carry - is the command for subtraction. 
SBC uses the same addressing modes as ADC. The carry flag 
also Is used in this instruction but it is used to indicate If any 
borrowing is required and works the opposite way to ADC I.e. O 
= borrow, 1 - no borrow. The effeel of the carry being clear is 
to subtract one extra A set carry flag causes no extra subtrac- 
tion. 

Example of I byte subtraction: 
LDA $0600 
SEC 
SBC 20 
STA SOGOO 
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Daniel Lea continues his 
series to introduce you to 
machine code - it starts get- 
ting more complicated but 
stick with it! 



Example of 16 bit subtraction: 
LDA FIG1 
SEC 

SBC RG2 
STA AN5 
LDA FIG 1 + 1 
SBC FIG2+1 
STAANS+] 

7}\e extra hit 

LDA #0 
SBC tfO 
STAANS+2 

If a borrow has occurred ANS+2 will contain 255 otherwise 0. 

SCROLLING THE RAINBOW 

Remember the rainbow program in the last Issue? You can 
make I he colours scroll using ADC or SBC and the timer 
Location 20- This location increments (increases by 1) every 
50th of a second, Simply add the following lines 

55CLC 
56 ADC 20 

Or to make Lhem move in the other direction 

55 SEC 

56 SBC 20 

Easy! 

INCrement and DECrement 

INC - Increments a memory location e.g. INC DOODA 
DEC - Decrements a memory location e,g, DEC DOODA 

These take up less processor Lime than the equivalent routine 
as follows: 



LI 3 A DOODA LDA DOODA 

CLC or SEC 

ADC # I SBC $ 1 

STA IJOODA STA DOODA 

The X and Y registers can also be incremented and decre- 
mented the relevant instructions are: 

INX - INwuwit X 
DEX i decrement X 
INY INcrement Y 
DEY - DEcretnent Y 



FLAGS AND BRANCHES 

Now that you have an idea of the basic maths commands, 
let's go back tn the status register again for a while to discover 
other commands 1 hat affect maths processing. 

There arc four arithmetic FLAGS u\ (here flla^ are registers 
which can cither be true nr false, 1 or 01 : 

jZero^/Iagf - Tells il" a number is jsero or not. indicated 
by Z. 7=0 If zero, Z=l if non-aero. 

Signjlag - (N) N=l If negative. Simply reflects the high 
order bit (i.e the eighth bit of a result}. 

Carry Jlag - (C) We know all about this one (we should 
anyway!) C=l if there has been a carry or no borrow. C=0 
It there has been no carry or a borrow. 

Overjlowflag - [V) reflects the seventh bit of a result 
(that's the full extent of my knowledge of this flag, ncvci 
use it myself!) 

What use are all these flags? Well they are used by Ihe 
Branch instructions which are rather like Lhe IF.. THEN 
GOTO.,, in Basic, Here is a list: 

BCC - Branch if Carry Clear 
BCS - Branch if Carry Set 
BEQ Branch ifEQual to zero 
BPJE Branch ifNai Equal to zero 
BMI Branch if Minus 
BFL llrancftiJPUzs 
also 

BVC - Branch If oVerfksw Clear 
BVS - Branch if overflow Set 

If you notice you can group lhem into pairs depending on 
which flng is used. 

continued * 
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The Branch statements use a diJTt:rent addressing mode cal- 
led relative addressing they require only one byte alter the 
instruction because it tells the branch where to go RELATIVE 
to where it is. It can jump backwards and forwards because It 
uses a special representation of numbers called 'two's comple- 
ment riotatiGlV. 

The two's complement of a number (which must be less than 
128) is found by complementing each biL i.e. reversing each 
bit, and then adding one. For example, in binary: 

posi ti ve number (91): 01011011 

complement ed bits : 1 0 1 00 1 00 

add 1: 10100101 

negative number (-91): 101 00 1 0 1 

The negative counterpart has the important property (even 
though it is really a positive number) of acting as though H Is a 
negative number if you ignore the carry flag, e.g, if you add the 
two numbers you get 0 and 1 in the carry flag (which Is 
ignored), Jlicrcfore it Is Just the same as 91 +-91 which is zero. 

Because the branch statements use this notation U means 
the maximum jump forward is 127 bytes and backward 128 
bytes. If you break these limits the assembler will give an 
error. 

One Final point, after telling all about two's eompliment nota- 
Lion is that you don't actually need to understand it with 
assembler at all because you can use labels with the branch 
instructions so the assembler does all the work for you! In- 
teresting to know about though. 

COMPARING 

The branch statements are made even more useful by using 
the compare instructions. These are: 



CMP - CaMPare accumulator 
CPX Can\FbreX 
CPY CoFttPare Y 

These work with lmmediaLe, direct and zero page direct 
addressing mndrs. 

Example: 

CMP $0600 

Compare the accumulator to a value stored at address $0600. 

How it works is that the processor pretends to perform a 
subtraction from the value of the accumulator. The actual 
value in the accumulator is unaffected but the result is Lhat 
the status flags of carry, zero, and sign are affected as if the 
subtraction hari occurred and hence can be acted on by the 
branch instructions. 

BRANCH STATEMENTS 
IN ACTION! 

Now how abnul some programs to show you how to use the 
branch statements? Well then try Listing I - a inemoiy clearer 
and Listing 2 - a memory block mover. These won t do much 
by themselves, however they are highly useful subroutines. 
For instance you could use them In redefine a character set, or 
In the setting up of player missile graphics. 

Listing 3 - a joystick music player - is a not a very useful 
routine but is interesting because it works on ltd own, All these 
routines are heavily annotated so l don't need to tell you much 
more about them here. All use the zero flag branch statements 
[BEQand BNEJ. 



Listing 1 - clearing a block of memory 



2ft 1 - 

: c 

40 ; J 

SB : - 

fie ; 
7e in 

bo ;c 

yj.ee 
•Biie 
a 12 a 
bub 

ej.oa 
ei/e 
■ lftft 

szii 

■lift 
bizb 

B23B 
flZSft 

f*2 be 

02 7# 
8288 

A2SB 
8>38B 
HJie 



OPY RAM fry GJL 



o t e i no nee d to t y p* in 4lt the 
unncnts unless you want to?! 



: start address 



ST* 
LOO 
ST A 
LDA 
5T* 
LDA 
ST A 



FR0H 
281 
FR0H+ I 
284 
TO 

TO + 1 
286 



j load low byte Of from 
;f tare in page a 
;|oad high byte 

; store to 
j in pane a 
; meat ions 



LDK LEH j 1 n Ad M With length 

J 

L00P1 LDY na ; reset V 

■ 

L00PZ LDA (ZBS3,Y ; load byte 
ifroi* the address indicated by 
;S83 and add Y to that address 



8328 


**rn C2853 /Y j store in 






j address indicated by £*H, *Y 




0348 






se 


dfy ;decr#ment V 




i?6B 


BHC LQOPZ i branch back 


to 




: ioop2 if Y is not Mro- 




0700 


imm whole page will be copied 




B3^B 


otherwise (page copied] next 


line t 


xtcuted 




8498 






04iB 


INC Z 44 ; Increment to 




B42B 


IMC 24ft inext page 




B4i8 


; the above t lines set the p$ 


A 


0440 


? pointers onto the next page by 


0450 


i increment ing their high bytes 


B4iO 


# 




84 70 


BEK ^decrease X by i , 




8490 


ARE LOOP! fif * is not 


8 


8494 


;ie the retired no, pages 




S5 84 


1 haven 1 1 been copied then branch 


051O 


RTS j return fro» the sub-rout i 


ne 


0J528 


: Done ok 




8MB 


t 




0S4B 


rROM HORD £9C40 




8S&8 


TO .ttfJRD 59E44 




85b B 


LEH . BYTE 582 




0578 


;iiaiues for where to copy FROn, 


tllA 


;T4r and the LlEHgtb of data to 


05^8 


;copy in PAGES ie- bow i*any £Sb 


0i008 


;byf« chunks. 
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Listing 2 - Moving blocks of memory 



ZS 3 — 

SB | Tl FAR RAM DJL 
*B ;JftM 1??2 

} ™ 

«a i 

7fl ;not§ : no need tt> type in all thp 

90 ;coiweitt£ unless you want toff 

90 ; 

0100 i 

aiie ; start addrtss 

01XB ■ 

fll« LDA AQDR Jload the VALUE 

01S4 ;of the low byte- of The addrtss 

0160 | 

017ft ST A 2i3 ;stor« the VALUE in 

01A4 iPajp 0 

019« LDA ADDR + 1 1 load high byte valup 

82fl# 5TA 204 

O210 ; 

0220 f 

02X0 L&M LEH jloatT X With length 

024ft L&ft tiff rvalue to clear with 

02S0 ; 

026fl LOOPi Lb-v urn freset ¥ 

0270 ; 

02S0 i nop? 5Tft 12831 , Y : store byte 
0290 ; in address indicated by 20 
B3BB ; and add Y to that address 
esi0 ; 
0IZ0 ; 



0X40 

fll 3* 1$ IP 
0340 
0370 
0340 

0590 

0400 
0410 
04 20 

04 3B 
0440 
0450 
0460 
0470 
0490 
0490 
050B 
05 10 
0520 
0530 

0540 

0550 
0560 
0570 
05S0 

05 90 
0600 
0610 
0620 
0634 
0640 
0650 



nut i nop? ^branch bach To 
1O0R2 if V is not zero, 
so whole page will be cleared 
otherwise (page cleared! next 
line e*exMt#d 

imc 2B4 ; increment to 
next passe 

the above line sets the pg 0 
pointer onto the next page by 
i nc r enent ± n g the high byte 

Dtx ; decrease X bar 1# 
bkf LD0PI ;if x is not 0 
jiv the required no* pages 
; haven't been rlfartd then branch 
NTS ; return iram the subroutine 
; Done ok 



A 0011 .UOftP * 9£40 
LEH .BYTE $04 

■ 

i 

; values for LEMgth of clear in 
; pases 

j n Page is a 2S6 b^+e chun* of 
; Memory 

jalso a value for the APfrltess to 
; clear froH 

■ 

;HfiftNlNG don't set <LEH to f.., 
iif 4n this the computer 

.will crash 



MORE COMPARISONS 

The carry flag branch statements (BCC and BCS] can be 
usrd Id sn 1 jj ;.i number is ^realer or less than another e.g. 

LDA NUM1 
CMPNUM2 

BCC LE55THAN GREATEFTTHANOREQUAL ■ label 



LESSTHAN 



: Jabel 



If NUM1 is LESS than NUM2 then LESSTEIAN is branched to. 
If NUM1 is greater than or equal to NUM2 then no branch 
occurs and execution continues with the instructions 
G REATE RTH ANGREQ UAL executed, tf you wish, the fact that 
the figures may he equal can be caught by using DEQ EQUAL - 
EQUAL Being another subroutine, 

BMI and BPL can used in maths programs where the twos 
complement notation is used since the MSB indicates the sign. 
Or possibly if you want to know if a subtraction has resulled in 
a positive value - the carry Hag is probably better for this 
purpose. 

Do type in the programs because they may help to make clear 
(he uses of what we have learned so far. Anyway If you have 
kept up, and understand everything so far then you are doing 
very well, 

Next issue, binary mathematics ... bet you can't wait?... byef! 



LISTING 3 
OVERLEAF 



Q. HOW DO YOU 

KEEP YOUR 
ATARI ALIVE? 



A. Subscribe NOW to 

NEW ATARI USER 



Have you checked the Editorial? 
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1ft ; 








■SSft 


BCC START 










20 ; ■ 








0510 


UPHGT LOA tt$20 










ia : . 


JOYSTICK DETECTOR 




052ft 


ST A 710 










4H ;l 


By ftJL 






ftS 30 


LDA tt$28 










5 ft J — 






054ft 


STA AUOF1 










51 ; 








0550 


CLC 










52 J 


this cucte is fully relocatable! 




055H 


BCC START 










53 ; 




$0200 




0578 


RIGHT LOA tt£30 










6ft flUOCTL- 




ft50ft 


ST A 71 B 










70 flUUH .$D7flil 


- 


05?fl 


LOA t*$3B 










Sft AUDCl=502ftl 




ftbftft 


ST A AUbFl 










?ft J0Y=632 




0010 


CLC 










■J A PC 


■ 

* 






062ft 


BCC START 










§110 


W^Sft&ftft 




0538 


DDHNRT t, PA »54# 










8128 


;set 


up sound chip 




0040 


STA 710 










0130 


LOO 


nt 




0658 


loa as 40 










0 1 4 0 

ur mu mr ml 


STA 


AUftC TL 




0560 


ST A AUDF1 










w J. J ■ 


LDA 


H3 




06 70 


CLC 










S160 


ST A 


53775 




BbSe 


BCC START 










a 1 7 h 

\J M- r mr 


LOA 


tt$AF 




0681 


m 

J 










sin a 

UP -L U UF 


ST A 


AUO CI 




0682 


; following 2 lines give an 


extra 








START LOA JOY ; read the joystick 




Bhtt* 


j branch because lust 










n ? h h 


CMP 


W14 J if 14 




0b**4 


; branches are out of 


range 


of 








BEQ 


UP ; branch +p up 




0565 


i start 








li .C U! 


CHP 


ttfc j if 6 




8686 


■ 










823ft 


BEQ 


UPRCT i branch to up right 




Aft Sft 


START? CLC 










0240 


CMP 


B7 ; i f 7 




0700 


BCC START 










025ft 


BEQ 


ftXCHT * branch to right 




0701 


1 










026ft 


CMP 


1t5 | i § 5 




0710 


DOHK LOA BiSfi 










8278 


BEQ 


OOMUPT ; branch down-ripbt 




j ft7£B 


5TA 71ft 










02flft 


C MP 


IJ13 : i f 13 




O730 


LOA ttS58 










029ft 


BEft 


ooum } branch to down 




074ft 


STA AU0F1 










0300 


CMP 


UJ ; if 3 




ft 75 ft 


CLC 










llll 


BEQ 


POHNLT ; branch to down- left 




S7bfl 


BCC START 2 










03 2 0 


CMP 


Oil ; i f 11 




ft? 70 


O'ONMLT LOA HSOft 










•Tift 




LEFT ; branch to left 




0700 


Sf A 7lft 










034ft 


CMP 


ttlft l I f IB 




07*0 


LDA ttSbft 










0345 


■ 






080ft 


STA AUOF1 










B353J 


BED 


UPLT 1 branch to up-left 




00-10 


CLC 










0300 


: the 


following is executed if no 




0820 


BCC START 2 










0378 


j joystick value read 




0030 


LEFT LOA 8570 










ft3SH 


■ 






8840 


5TA 710 










ft 3*8 


homoue LBft SB j black out screen 




885ft 


LOA tt570 










ft4ftft 


STA 


71ft 




0860 


STA AUDF1 










S41fl 


lm 


1*0 ; turn off sound 




0870 


CLC 










ft4ZA 


STA 


AUDF1 




ftQ88 


BCC STARTS 










0436 


CLC 


j -C-.it to force 




0890 


UPLT LDA WS80 










0444 


BCD 


start ?a branch 




ft? 88 


STA 71ft 










04 Sft 


UP LOA BSlB 




8?18 


LDA «$»ft 










0400 


STA 


?i« 




0Mft 


STA AUftFl 










H47« 


LDft 






0930 


CLC 










0400 


STA 


A1JDF1 




ft34ft 


BCC START2 










04 *G 


CLC 
















Listing 3 - A Joystick Music Flayer 













COME AND SEE US! 



If you missed us at The Motorcycle Museum, 
make sure you don't miss the big one! We should 
have a good selection of software and perhaps 
some rare odds and ends to clear following our 
move, Who knows what wlti turn up in all those 
dark cornersl Of course there wilt also be lots of 
other stands supporting the Atari so the trip wiit 
be worthwhile. 
We hope to see you there I 



ALTERNATIVE MICRO SHOW 

Bingley Hall, Stafford 
SATURDAY 
NOVEMBER 14th 

10am - 4pm 



ks.je 59 - New A to r i Um< 



XL/XE TUTORIAL 




On the Atari XL arid XE models there exist shadow 
banks of memory that allow the user to access extra 
hidden* RAM. Bank switching techniques can provide 
the user wilh Lhe space behind BASIC [8K) and/or the OS 
(14K) for storing data. This data could be in the form of extra 
character sets, graphics screens lor arcade games or text for 
adventure games for example. The bank switching techniqiies 
are net difficult to maslcr and the rewards arc available for 
exploitation by bolh machine code programmers and BASIC 
prograirimers. This has to be one of the most profitable of the 
advanced programming techniques, i 

All memory bank operations on Lhe XL and XE computers are 
controlled by memory address $D301 (54017) which is now a 
write address as well as a read address. The extra memory 
banks behind BASIC and the OS take the form or shadow* 
blocks of memory - the normal area of memory is in place 
when the computer Is in iLs normal state. When location 
$D301 is suitably changed the relevant block of memory is 
switched with the extra underlying shadow block to exactly the 
same locations (the shadow blocks are usually filled with zeros 
on power up but this is not always so). Then If $D30 1 is 
changed back the normal ROM bank then exchanges with Lhe 
shadow bank, with the shadow bank contents not hieing reset 
but remaining under the ROM for when $D30i is ncxL altered. 



THE 8K BLOCK 



There are two methods of accessing the extra memory: Lhe 8K 
behind BASIC (from locations $A000 to SBFFF) and the 14K 
behind the OS (from locations $C000 to SCFFF and *D800 to 
$FFFF, the locations from $1>000 Lo $D7FF not being available 
for write]. The 8K bank is selected by altering hi I 1 of SD30 1 
When biL 1=0, the 8K block is normal BASIC ROM. When bit 
1 = 1 the shadow HAM block takes BASIC'S place. The user 
attempting to PORK in the required value from BASIC In order 
to access this bank will find that the computer crashes due to 
bis having de- selecLed BASIC! So If the HK bank Is to be used 
from BASIC It follows that the shadow bank should be BASIC 
also. This is achieved by copying BASIC (from $A0O0 $BPFF) 
down to RAM locations such as $4000-$5FFF\ turning on bit 1 
of $D30l in order to turn on the shadow SK block, and then 
copying BASIC into this HAM area $A000-$BFFF from low 
memory. This obviously has to be carried on I using machine 
code. 

So whaL is Lhe advantage in de- selecting BASIC only to select 
BASIC again? The answer is that the shadow BASIC is HAM so 
it allows the user to change BASIC at will. Type in, SAVE and 
RUN Listing 1 which copies BASIC and the OS Into the shadow 
banks (I.e. the user now has a RAM BASIC and a KAM OS). 
Now clear Listing 1 and type in. SAVE and RUN Listing 2 (there 
Is a small delay) which provides the user with some alterations 
to Revision C Atari BASIC. Any or all of these can be used by 
typing in the relevant lines. The READY sign and error mes- 
sage are changed and statements and operators now change to 



David Manlove explains 
how to gain extra mem- 
ory without modifica- 
tions looking Jirst at the 
memory behind BASIC 
and the OS banks 



capital first letter and small subsequent leLters (e,g. "Goto" 
instead of "GOTO"). Type ' List 4 ' afLcr RUNnlng to see what I 
mean. These alLeratlons are a demonstration as to what can be 
achieved, however even the actual operation of BASIC eould be 
changed- For instance you could add a patch Lo lhe statement 
handler that runs your machine code program when RUN is 
entered. 

Using the block Tor non -BASIC purposes is probably more 
useful, This is exactly what happens when the computer is 
turned on with Option pressed - the computer automatically 
sets nil 1 of $D301 for the user, allowing arcade games to take 
up even more memory, Of course, as these games are machine 



em i hem i mif m a 1 ,11,B iJi "» H< 1 lliaaii 

RF 2 HEM « BANK SHI C THINE - Listing 1 9 

oh z rlh ti instai a nan basic/os n 

GR 4 R£N ft btf David Manlove It 
RU 5 REM a HEM ATARI USER OCT U 

fc ti rf m m ii jjmi ii nmiH»timu»tu iiiii m i ii i uiini iiiHi 

AV 16 RE H 

VB 48 FOR 1=4 TO 1*3 : RE An A : POKE lWfi + I,ft 

S NEXT I 
5C 5» A=U^H £15363 
VU 6ft END 

CX 78 DATA 184, 8,189,6,168,157,1 

SO S8 PA I A 4B f Z3Z J ?ea J 24/ J 2J« f 5 i ft 

GA ?8 DATA 238 J 8,6,173,5, 6,2118 

Y<l 18© BAT A Z34, ft. 32, 73, 6, 163, 8 

OY 118 DATA Iftt, 8,48, 157, 8, l*ft,232 

JI 128 DATA 206, 247m 23«, 31, & . Z r =£4 

ET 138 DATA 6 * 173 , #4 , 6 , 24fl , 17 , 281 

PJ 148 DATA 2S» , 3 Ift , 2 3 1 f 16 9 , 2 16 , 14 1 p 34 

DJ ISA DATA 6, 163, 1&4, 141, 31, 6,76 

lhfJ DATA 27, 6 j l&S r 283, 141, 14 j 212 
EH 17ft DATA 48, 76 P 173 P 14, 212, 1I£ p283 
M lftft DATA 16? f *,14J-,14 J 212, 12ft F 173 
Ttk l«?e frATA 1, 211*41*264, 3,2,141 
HO 288 n«TA 1,211,36,173,1,211,71 
PD 218 DATA 1,141,1,211,56 
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eh ± reh mrm ii m i rr i Trniii i rrrr i i umm i u unm i iimim ti 

SN Z REM n BANK ^WTCTHIMG - Listing 2 II 

DB 3 REH It Alterations to bar basic tt 

GR 4 REM M fay David Matvloue n 

RU 5 REM H HEN ATARI USER OCT 1992 tt 

fc fi rem JJimumuJi ir niiiu i j i 1 1 1 1 1 un i t i 1 1 i nurr i < ut tt 

AY IB REM 

CI 40 REM CHANGE READY SIGN 

EO 58 FOR I=4fi49J TO 48503 ! READ A L POKE X, 

A s HE M T 1 

ET 60 D-ATA 24 Sj 22ft f 225 , 223 f ZiO 

ML /O REM ALTERNATIVE ERROR HESS AGE 

AU 8B FOR T-474B5 TO 42492 i HEAD A ! POKE Ij 

A ! NEKT I 

OH 9 ft DATA 7fl J 65 ff fl5,7e,fl4 J 3^58,lb« 

GT IBB REM LtiHER CASE STATEMENTS 

U 1J.B H=4214b 

ET 1£B C = PEtK tKJ : IF C = 8 THEN END 

CR 1SB POKE H,C + C12* CC> 64 J M CC O 1 1 3 + C32*CC 

>13ZJ*CC<219i 3 : 11= OlZI THEN K"K + 3 

ZD- 14B If-K+lrGOrO 12A 
YZ REM LDHEH CASE OPERATORS 

JI 168 K=42?BZ 

FD 170 C-PEEKtHJ !IF C-0 THEN ENV 

KM ISO POKE H ,C+C3I*iC>64)*ICOlJ J + CJZ*CC 

> 1 1??#lC<Zj.93 1 :IF C>128 THEN H = H + 1 

CU 1?R H=X-tllGOTO 179 



EH 
TU 
KH 

en 

BU 
FC 
AY 
UY 
IB 

TD 
LG 
KF 
JP 
AT 
KH 
TR 
RO 
UK 
OB 
EU 
AA 
SL 

ou 

BE 
DZ 
Kl 
DZ 
AH 



REH 



m i m iiii m mtt 



BI 
MU 

su 

VT 



REH tt BANK SMTCTHIHG - Listing 3 tt 
REM n Instil Code Behind BASIC U 
hem it by D^vid Hanloue it 

REM n HEN ATARI USER OCT 137Z 1* 
B REM m il l l .l l I1II I L1 Il lll l 1 1 N ll l l t l I l U I IH i uim ii iiw t 

18 REM 

48 GRAPHICS UiDIH FS tlSJ 

58 FOR 1 = 8 TO ?3 : READ A : -POKE 153b*IjA; 
HEKT I 

68 ? "ENTER FILER AME" : INPUT FS 
78 OP EH Wl J 4 J fi.P& 
ftfl A=IISR C15363 : END 

9fl DATA 184,32 , 76, 6, 162, 16, 169,7 

lQfl DATA 157, 6&,J, 169,8, 157 j 6B 

118 DATA 3, 169, 16* , 157, 69 P 3, 169 

128 DATA 8, 167, 7Z,3 j 169 32 , lb/ 

HO DATA 73, 3 , 32,66 j 2Z6 P 162^16 

140 DATA 169,12,157,66,3,32,06 

IbO DATA 228, 32, B5 r 6 . 9fi . I 04 , J i! 

160 DATA 76, 6, l&Z, 8,168 jOp.177 

178 A AT A 283, 145, 285, 288,788, 249,238 

168 DATA 2B4 , 23B. 286,232, 224 P 4 . ?08 

196 DATA 23S . 32,65, 6 r 96, 173, 1 

286 DATA 211 j 9 j 2 , £41 , 1 * £H P 96 

2±A DATA 173, 1, 211j 41 ,253, 141, 1 

228 DATA 211,96 

leuB REM i i 1 1 JRiM fl4:»- i iMiEllhM3i 
191B GRAPHICS 8 

1820 * "ENTER LOCATION TO MOVE TO"; I IB 
PUT LOC 

1836 ? "ENTER PAGE NUMBER TO START AT 11 
; : INPUT OFFS 

±848 ? "ERTER HUNGER OF PAGES TO MOVE 11 
; : INPUT PACE 

1858 POKE 203,B±P0K£ 284,168+OFFS 
1668 POKE 285, LOC - t IH T t LOC / 2 561 *2 561 ;P 
OKE 286, INTCL0C/2563 :PdKE 1685, PAGE 
1878 A=USR C15841 ; EHD 



code they do not require BASIC, and BASIC does not need to 
be copied down and back up as before. So utilising this bank is 
a useful technique for machine code programmers. The techni- 
que can, however, also be used by HASIC programmers as 
Listing 3 shows. This utility will load in any dEila file up Lo 8K 
long and place It behind BASIC. Then at any time during your 
BASIC program the user can load baek in part or all of this 
rode to a pre -specified area of low memory (Le.$0CHD0-$9FFF), 
This could save the user up io 8K of RAM. For instance^ in a 
3G -screen BASIC arcade game the screens could all be stored 
behind BASIC and then one could be loaded into screen 
memory as needed, since one would only be required al a time. 
This would save a remarkable amount of memory. 

In order to use Listing 3 the data must simply he stored on 
disk In a file which has no headers or foolers and contains jus*, 
the data. The filename is specified on RLTNning the program 
and the data is installed behind BASIC (NB. the data [iced not 
be 8K long, but if it is longer than 8K then it will be tr uncated). 
Then the user is ready to build his own BASIC program around 
this. When some or all of the data is required the user simply 
puts "GOTO 1000" or "GOSUB 1000" and sets the parameters. 
At the moment these have been left in the form of input 
statements. LOG controls where the data Is to be loaded to in 
low memory (32768 is an example value). OFFS controls the 
page number (starting from 0) of how far into the code to copy 
from. Kor example, putting OKKS-2 will make the program 
copy from byte no. 5 1 2 of the file onwards down to km 
memory, PAGE controls the number of pages (i.e. blocks of 256 
bytes) to copy, so with a 5K File loaded in behind BASIC and 
IjOC=24576, OFFS=3 and PAGE=2 the program will copy bytes 
763- 1 279 down to locations 21576-25087 upon GOSUB 1000. 



THE 14K BLOCK 

Installing a liAM OS is harder in achieve since the OS is 
required f>0 times per second by interrupt vectors, so de- 
selecting the OS will cause the system to crash at the next 
vertical blank. Therefore, we need to copy the OS down info 
low RAM such as &6000-$9FFF\ cancel all interrupts by set- 
ting NMIEN lo 0 (54286) and giving a machine code SEI 
instruction, alter SD301 . copy back up to all regions except 
$D000-$D7FF and then clear NMLEN lo its original value. The 
bit of SI) 30 I that rant mis the OS selection is bit 0: when bit 



0=1 the OS ROM is selected. When bit 0=0 the 14K shadow 
RAM block is selected. 

The reader wtU appreciate from the above that It is Impossible 
to use completely the T4K block for data AND access the OS at 
the same time for, say, screen clearing operations or arithme- 
tical opera! tons. However there are two alternatives. One is to 
use the full I4K for data, and only access the block for the split 
second that it takes Lo copy the data into low memory (for 
instance adventure programmers could store all the screen 
text behind the OS and then switch off the OS, copy the 
relevant text into low memory, switch the OS back on, and 
then print the text). Machine code programmers could alter 
Listing 3 to do this and hence yield even more memory for 
programs (1 used this lechnique for my "OLD- COMMAND" 
utility in issue 53), 

The second option is to use a RAM OS in conjunction with 
your code, i.e. the user only lills those areas which he is sure 
the OS will not require. This should be done with great care as 
the system could crash ii critical code is overwritten. Two 
relatively safe areas are the international character set from 
$CC00-$CFFF [IK] If this Is not required, and the floating 
point area from $D«00-$DFFF (2K) if NO arithmetical opera- 
tions are carried out whatsoever. It should be noted that 
working in a RAM based BASIC or OS environment is danger- 
ous in thai a si nek PORK command could cause the system Lo 
lock up and programs could be lost. This is why I have not 
included a handler in Listing 1 to reinstall the RAM BASIC /OS 
every time Reset is pressed. Also 1 recommend saving all 
programs before making such alterations, 

RUN Listing 1 again which sets up a RAM based OS- Now lype 
in, SAVE and RUN Listing 4 which provides some alterations 
to a RAM OS, The graph pad screen is easily set up by poking 
directly to the hardware character set. The program also alters 
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Gralin International 



Specially Imported 
Cartridges 

Millipede ..£9.95 

Necromancer , f 9.95 

Hi under fox £7,50 

Dark Chambers 7,99 

Final Legacy £7.50 

Gato .....£7,50 

Karaieka . £ 11.95 

Donkey Kong Jnr ,,,,£8.95 

Jousl £8.95 

Jungle Hunt „. ^^...£9,95 

Other Cartridges 

Pole Position ,..£5.00 

£ 'lilaxian ........ 5.(H) 

XE Demo (FStl/Jousl/Ms. 
PACManJOiie On One) 12.50 

Other Products ... 

MIDlMastcr II £29.99 

Replay Sound Sampler £34,95 

Digi Drum II £5.99 

Datari RS232 Interface H *.JQ&99 

Rubber Stamp £15.00 

Page Designer,.,, .„ £15.00 

Typesetter ,,,.£20.00 

ftla/iog Paddles £15 00 

Super Data Base 1-2-3 ...„£35,00 
For further info see add within New 
Alan User issue 55 Sc 8: 1 6 issue 15 



Atari ST Software 

Geography Tutor 2.50 

Mugshoi! \ .....£7.99 

X former Interface ...£19.95 
Alari Sbdl emulator for Atari ST complete 
wjtfi cable for connection of Kb it disk drive. 
Software now includes, mi l ily lhai ally's 
you to use 8-bit drive as an ST dr ivt 



MicroPrint Parallel 
Printer In tcrf acc ..£31.95 

5ft cable. Connects to serial bus, 
Compatible with all software 



Timewisc , rr ,£3.50 

Visicalc r . (last few) ............ £7.99 

DOS XE + Manual , £1150 



Ordering Information 

£1.50 for orders tinder £50,00. 
Oversea P&P extra. Cheques / 
POs / JMOs payable to Gralin 
lnlcmalionaJ. Above is a selection 
from our productguide + new items . 
Please send all orders to: 
Gralin International, Dept. P63* 
11 Shiltitu Road, Parkstone* 
Poole, Dorset, EH 12 2BN, 
Please allow 28 days for delivery. 



Come and meet us at A MS 6 
Bingley Hall, Stafford on Saturday, 14th November 
Special show prices for many products 
Demonstrations of MIDlMastcr & Replay 
Scrap hardware at low low prices - ideal for spares 

Zeppelin Games on disk / Last ANTIC mags 
FREE SOFTWARE WITH EVERY PURCHASE 



eh i hem rtlMHf 1 1 1 rrrrmmi 1 1 1 rrirH i im 1 1 1 tt tti mmn 1 1 1 i nn 

UD 2 REM n BANK SMECTHIHG - Listing 4 tt 

OI 3 REM tt Alterations tO RAM OS U 

£H 4 REM U by David Han love tt 

RU 5 REM tt MEM ATARI U5ER OCT tt 

fc 6 reh mmmnm i i n r t m iii ntmrtm ii j i j nun m i ni ja m 

AV 18 rem 

HE 48 REH CH 

HU 50 FOR 1= 

I: POKE 57 

VE 68 REH CH 

RP 70 POKE 6 

RO 88 POKE 0 

DC 78 POKE G 

UC 180 REM C 

LT 118 POKE 

PR 128 REH C 

HK ±38 FOR I 

, B : NEXT I 

MA 148 RATA 

81 J 12S P 17 

ICR 1S8 GRAPH 



ARACTER SET ALTERED 
57344 TO 57350:POKE I* 12 NEXT 
351,255 

AKGE DEFAULT COLOURS 
4266 , 238 : REM BCKGRHD COLOUR 
4265 J 8;REH TEHT COLOUR 
i26a,b?sH+M BORDER COLOUR 
HAHGE KEY CLICK SOUND 
63076, ^6 : REH TRY ANY VALUE 
TRL 4-8 FUNCTION KEYS 
=1 TO 7: READ A f B! POKE 64337+A 

152, ZB,157 P 2 9,155, M P 173,31,1 
5 j 120, 178 j 127 
ICS U i t HD 



Lhe default screen colours, changes the key rllrk sound and 
sets up function keys on CTRL 4 to 0. The advantages In 
altering the OS in this way rather than poking the shadow 
page 3 registers arc that there may not be page 3 registers for 
some of the ulle rations. Also the alterations are semi- perma- 
nent (I.e. they remain until Reset ia pressed or the computer is 
cold started]. On pressing Reset all the alterations to the OS 
will be immediately reinstated by entering POKE 54017,254. 

There is no limit to what can be achieved using Dank Switch- 
ing and as is usual with Atari Computers the real power of the 
machine lies beneath the surface wiih little or no manual 
explanation as to how to access it. 

Next issue I shall be looking at the l30XK"s special bank 
switching which yields the lull 12HK. 




£50 
£50 



CONTRIBUTIONS 



FAME ... 

thrills ... 

and a few bob in your pocket! 

Why not turn the love of your Atari into a few pounds to spend 
as you wish! Lots of people have done so by getting something 
published in NEW ATARI USER and they have also experienc ed 
the thrill oj seeing their name in print. There really is something 
special about opening up a magazine and finding something that 
you have written all nicely taid out with your name at the topf 

We pay for articles and programs on the following basis 

£50 

for the 'star' program listing each issue 

for all other listings published 

for the DISK BONUS program, 
if used on its own 

or more for multi-page articles 

for a single page article or review 
plus other sundry payments for various items published 

WHAT SHALL I WRITE ABOUT? 



Programs for the XL/XE can be on almost anything, as a 
scan through past issues will reveal. We are short of good 
arcade games though and love stuff in machine code but 
Basic is fine if the game is good. 

As Tor articles, the main aim is to write about something yuu 
really know about. Chances are that if you have discovered 
something that interests you enough io write about it. It will 
Interest others as well. 

All programs must be submitted un disk it possible. Casset- 
tes will be accepted but we can't guarantee that they will 
load, so the risk Is yours. Articles should be submitted as text 
files on disk wherever possible with printed copy if you have a 
printer. 

We are not really fussy about presentation, as long as the 
programs or articles are well written, but the easier you make 
it lor us> the better chance thai your work will be published. 
We work on close deadlines eaeh issue and I here is nothing 
worse that to select a really good looking program only io find 
that we can t figure out how to use It because the author 
didn't write up the Instructions! 

We can't guarantee that we will use every item submHted 
and we can't write back with' reasons for not selecting certain 
articles or programs, but a lot do get published, as our 
regular contributors will know, so give it try, 

Send YOUR contributions to 
THE EDITOR, PAGE 6, 
P.O. BOX 54, STAFFORD, ST16 1 DR 
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F e a t u r e 




Several days later, as I worked my way through the manual, I 
discovered that I had merely cleared the screen, and that the 
program was still In memory. Al the time, a simple 'LIST 
command would have confirmed this! Therefore 1 had unneces- 
sarily typed in four screens of program that was already in 
memory! Ah well, there's nothing like learning the hard way - 
I'm sure many of you had similar experiences. 
Over the month & that followed, my brother and 1 keyed in 
many magazine listings* and also purchased a few commercial 
games. I began to experiment with programming - changing 
programs which we had typed in. and trying out every last 
Item in Atari's I/O* magazine. My attempts were often in vain, 
but 1 had well and truly got the bug. 

BECOMING A PIRATE 

I think it was around 1985 that I started to do the whole Atari 
si eno a great wrong, unknowingly at first. This wrong took the 
form of copied software. 1 make no attempts to justify what 
was done, but 1 will try to explain why it was done. My school 
friends were beginning to get computers, of all different iypes h 
and boys being boys it was a real competition Lo see who could 
have the latest, the best, and the most games. A paper round 
didn't pay lor much original software (there was no budge- 1 
software In those days) so piracy seemed like the only option, A 
lew originals were bought when they could be afforded, but by 
no means were there many. It was, however, around 1986 
when things began to get really out of hand. I bought an 
800XL with 1050 disk drive, and a whole new world of copied 
software opened up to me. Disks were so much better than 
cassettes; they held loads of games, they always loaded, and 
they were easy to copy (ontre cracked by "pros" such as Rob C, 
Glenn the 5200 man, Kilroy. and others). My collection of 
copied software grew enormous, just for the sake of It - I didn t 
even use a lot of the software. 
Over this period, several other things also happened. My best 
friend Alec Pack became an Atari enthusiast after purchasing 
an Atari 400. We also had the good fortune to become friends 
with another Atarian H Bob Askew (Hi Bob!). Bob was already 
programming In assembly language (his brother Graham is the 
author of Mastertronic's Tower downl, and was kind enough to 
pass on the knowledge he had as he gained it. Many of you 
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As I was considering writing this article, one thing kept 
nagging at me from the back of my mind, This thought 
eventually emerged in the form of the question "Won't 1 
be stating the obvious?"- However, after some thought I de- 
cided that what is obvious to me may not be apparent to 
others, and as I picked up rny pencil 1 decided that if I included 
some of my personal Atari history, Ihe resulting article should 
make interesting reading for all. 

STARTING YOUNG 

I became an Mart enthusiast at the age of 1 1 , way back in 
1982 (if memory serves correctly), That Christmas my brother 
and I received a 16k Atari 800, 410 cassette deck, and basic 
cartridge. We had been considering a computer for some lime 
and knew that the Atari was head and shoulders above any 
thing else available, so you can imagine our delight when we 
unwrapped it on Christmas day] Since that point there has 
been no turning back. 

t remember vividly bow, on that Christmas day, 1 was set the 
task of typing In a magazine listing while my father and 
brother went to collect my Gran. The listing was a game called 
Submarine Hunt 1 from Computer & Video Games magazine, 
and I still have It to this day. Does anyone else remember it? 
Anyway, I hammered away excitedly at the keyboard, taking an 
age to find each key. when after managing three or four 
screens worth, I accidentally hit SHI FT- CLEAR instead of 
SHIFT-ZEKO- The screen blanked, without so much as a 
"READY" prompt to reassure me! Almost panicking, I hil the 
SYSTEM RESET key, knowing that this would restore Ihe 
'READY' prompt, and thinking thai 1 had lost my work I began 
typing the listing from the slaril I worked flat out so that my 
father and brother wouldn't know what had happened, and fm 
sure that's the main reason my typing skills de%'eloped so 
quickly - it seemed like a matter of life and death! I eventually 
completed the task, saved it to cassette, and typed RUN* - and 
our first game was up and running. The computer stayed on 
until late that evening! 

by Karl Fitzhugh 



may know Bob s name from Hie sadly defund Monitor' club 
magazine - he was a regular contributor. Page 6 saw Graham "a 
'Gangsters" game Listing [issue 12), and also his Supply Blas- 
ter* (issue 14). so you may know him too. Track down these 
excellent Listings if you ran - they are still good today. 

THEN AN AUTHOR 

As my own programming skills developed, and after writing 
several programs in Basic, I began work on a 100% machine 
rode game. My first attempt came to a dead end a Her about 3 
weeks, but I Immediately set to work on another. Programming 
in the evenings and weekends, and also having to make time 
for homework, meant that the going was slow, but after 2 or 3 
months I began to realise that there was a large possibility I 
would end up with a commercially viable game. I pressed on 
and sure enough, about 9 months after 1 had started, I had a 
finished game. I contacted several software houses, and the 
game was finally published by Atlantis Software. Some of you 
may own it (hopefully!) (he game is 'Periscope Up!\ 

BUT WHY BOTHER? 



You may wonder why 1 am telling you all of this (I'm not 
showing oil, hum-si!), but the reason Is very, very important. 
Becoming a software author with a game published made me 
realise just how severe a crime piracy is. I Lried to imagine how 
I would feel if I saw people with pirated copies of my game. 
Just as important, how would the software house feel III the 
same situation? The answers are quite obvious. If L saw that 
people weren't even willing to reward my 9 months of hard 
work by parting with £1,99 for an original version, 1 was not 
likely to spend another 9 months writing another game, 1 am 
not talking about the financial rewards, as no-one gets rich 
from the royalties on a budget cassette release, but about the 
personal reward - satisfaction, and getting the feeling that it 
was worth it. As for the software house, if they don't sell 
enough to make publishing the game worthwhile (they have to 
make at least a small profit to be able to stay in business] they 
are not going to publish any more. You should all recognise 
this as the truth: after all. how many games have been pub- 
lished this year by MaslerlronJc, Players, Kixx. Atlantis and 
the like (not to mention the all-but-forgotten full price software 
houses). And where are the classic Atari authors like Frank 
Cohen. Jon Williams, Philip Price & Gary Gilbertsori, and 
William Mataga (to name but a few). I think this speaks for 
itself. 

The Atari 8-bit is now a minority machine P yet through Page 6 
the dedicated owners have a central point. Tills could be a 
tremendous advantage, as it gives us all the opportunity to 
rally round and support the Atari scene. I know it has been 



said before but WE MUST take that opportunity, each and 
every one of us. Unless we REALLY support those people who 
are trying hard to support us, we will lose them alL We have 
lost loo many already, so we must act now - it really is our last 
chance. 

BECAUSE IT MATTERS 

So what can you actually do? Believe it or not, each and every 
one of us can make a difference. If everyone has the attitude 
that "one order from me won't make any difference" then our 
suppliers will go under. If wc all realise that one order from 
me, together with everyone else's, WILL make a difference . 
then they will survive. If s as simple as a change in attitude 
These people rely un us io keep them In business, and we 
should reward their commitment by supporting them whole- 
heartedly. So look back through your pirated software mid buy 
the originals of the onesynu like or use. Subscribe to Page 6 so 
that they have confirmation of your support. Write to Page 6 
with letters, articles and programs so that they have the 
material they need. Subscribe lo Excel disk magazine; Robert 
Stuart wants to earry on but is not getting enough support Lo 
do so - lets give him that support. Buy software from KE-Soft, 
Miles Better Software, and the Page 6 Accessory Shop, We all 
know that money Is tight, but Atari 8- bit software has never 
been cheaper. For example, Page 6 offer 10 budget cassettes 
for just £9.50 - that's 95p each? They also have ROMs from 
£3,95, books from £1.50. and loads more besides. Miles Better 
have masses of disk software from just £2.99, and loads of 
cassettes and ROMs too - and many of the titles can't be found 
elsewhere. Micro Discount and Oral in International have many 
specialist titles on offer again, some very rare software is 
available. At these prices, the software is worth buying just for 
the sake of having it in your collection - and each purchase 
buys a Utile more time for the Atari 8- bits. 

EVEN THE ST! 

While we re at it fc this can also be applied to the ST scene. 
Trade sources claim that original software reaches less than 
10 percent of I he user base, and 1 can confirm that this is true 
- 1 work for a software house. Before long I can see the ST 
arriving at die old 8-bH siluulion. where publishers Tail to 
release finished games because everyone has pirated beta -test 
versions already - it simply isn't worth It in that situation. 

1 don't enjoy preaching the rights and wrongs of this world, 
but I felt things needed laying out plainly for all to see. The 
Atari S -bit community can go in two directions - we can sit 
back and watch support for our machines die, or we can come 
together as a community and support each other. The (inure 
really is in our hands - lels all join in Lo make sure it Is long 
lived. 



. . . but not the end? 
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XL/XE PROGRAMMING 




FONT 




ND DISPL 




Designing a character sat, also known as a foul, can be 
a very tedious task. Armed with pencil and graph 
paper you begin by setting out an 8 x 8 grid with 
binary bit position values written above each column. Then 
mming along each row, you add up the binary bit position 
values that your design occupies, ^dcid the totals- become ynur 
character data (Sec Fig. 1). Repeating this for a whole font of 
i 28 characters would take ages and be prone to error. 
The common method of using fonts in a KAS3C program is 
first to put the character data in In DATA statements, then to 
POKE the data into KAM (this should start on a 1 K boundary] . 
After storing the base page of your newly loaded font In 
location 756, you arc ready to display your characters using 
1MHNT. If you have only rcstylcd your font rather than redesig- 
ned, then this method is okay, but Imagine what would hap- 
pen if you had a background picture that used all 128 charac- 
ters. Using PRINT to display this wouJd be a nightmare and 
invariably lead to a display full of incomprehensible images. 
To solve these problems I have written an editing program 
(LISTING 1). that not only lets you design a Full font in a choice 
of two graphics modes, but also lets yon design a display in a 
similar way to an art package:, plotting characters rather than 
dots of colour. The display can. if you wish, be scrolled in four 
directions. This is probably of more interest to machine-code 
programmers, who have more memory at their disposal. Hav- 
ing said thaL, it is quite possible to use scrolling displays, up to 
a size of about four screens, in a BASIC program, more if the 
program is kept small, 

I will also be presenting a program to enable you to include 
font and display data in your BASIC programs in the form of a 
sub- routine and in following issues there will hi- an INVADERS 
style shoot -em- up with a background showing j usL what can 
be designed plus a w r ell commented game using redefined 





Fig. 1 - A New Letter A 
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Designing character sets can 
be a real chore but with the 
right utility and routines 
anyone can produce some 
stunning games. Steve Lakey 
starts you off with an easy 
to use editor 



characters and Introducing a number of game routines that 
you mighi wish to use in your own programs. 
To begin with you may just wish to design a new looking 
alphabet or maybe you'll want Lo design a display for a ^aiiie. If 
it is for a game, you don't have to design a picture- like display 
as in the INVADERS game, you could Just design some plat- 
forms and ladders, then tise the design part of the editor to set 
the layout. Once you understand how to create new character 
sets, the only limit is your imagination! 



USING THE EDITOR 

You load the disk version by switching on with OPTION held 
down, whereas the tape version uses both START AND OE 3 
T1GN. 

Once the main screen has appeared you should see a menu 
bar at the top, a message window, an 8 x S design grid and a 
character line showing a portion of the current font. These 
Items are detailed below. 



THE MENU BAR 



This contains four options. CHARACTER, MODE, DESIGN 
and I/O (In put/ Output). The current option flashes and can be 
changed with the SELECT key, A press of the START key will 
execute the option. In most cases an option can be aborted 
with a press of the joystick trigger, hut* should be pressed fairly 
quickly In i avoid altering the design grid. Art explanation of 
each oplion follows: - 

CHARACTER - Pressing < and > changes the current charac- 
ter in the design grid and updates the character line, You can 
also use these keys when not using this option, but the 
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EDITOR 



advantage of using the CHARACTER option if. IhsiMhr anginal 
design of the character is displayed in the message window. 
This Is useful when noting down the characters thai have been 
re- defined, 

MODE This will give you a choice of four display modes 
1: Norma] (40x20) 

2: Horizontal scrolling (1- 10 screens] 
3: Vertical scrolling (1-10 screens) 
4; Combined Scrolling. 

Mode 1 is a standard non -scrolling display and is the default 
on loading and system reset. Mode 2 enables a horizontally 
scrolling display and likewise mode 3 a vertical strolling dis- 
play. Mode 4 enables both types of scrolling. As the screen 
limit is ten you should, when using mode 4, use a combination 
of vertical and horizontal display sizes that when multiplied, 
do not exceed this limit [e.g. 5x2, 3x3 h 2x5 H 5x2). If an incorrect 
value is entered you will be prompted to enter the amount 
again. All entiles, correct or incorrect, are usually accompa- 
nied by an audible tone that should be ignored. If you wish Lo 
use one of the scrolling modes then It should be set up before 
you enter the DESIGN option. 

DESIGN - Here you are given two choices 

1: Begin designing 
2: Change mode. 

The mode choice refers to the graphics mode, and loggles 
between GRAPHICS 0 and GRAPHICS 12. As GRAPHICS 12 is 
more suited for designing it is used by default. 

I/O 'lliis is fairly straightforward except for a couple of 
points. Disk users should only include the main file name (e.g. 
DISPLAY.SCR). When saving display data your design will be 
shown and you will be prompted to Move To Line Then Press 
START. At this point you should use the joystick and. if 
applicable, the cursor keys, to move Lhe pointer to the line you 
wish your design to be saved down to. For example, moving 
down to line nine will save all display data down to, and 
including, line nine. Your current line is Indicated . 
The form of the saved file is seven bytes of informal ion, 
followed by the actual data. The information is length Low- 
by 1 p. Lenglh High-byte and five bytes of colour information, to 
be stored in locations 708 - 712. 'Jape files are stored in 
short-IRO format. An example of loading a file can be found in 
a later listing. 



THE MESSAGE WINDOW 

All prompts and messages are displayed here. Pressing and 
holding OITION will cause a list of key commands to be 
scrolled through the window, 



THE DESIGN GRID 

In either GRAPHICS setting the principal is the same, move 
Lhe cursor around the gild using the joystick, setting and 
clearing character data with a press of trie trigger. When using 
GRAPHICS 12 (Default), you have to treat the grid slightly 
differently. The computer finds out which colour to use by 
examining your character data. It does this by dividing your 
data into four columns each two bits wide [See Fig. 2). 

Hg, 2 shows the four possible combinations that two binary 
digits can contain. Trie keys to change the colour registers 
represented by these bit patterns are also detailed. When 



Fig, 2 - Colours in Graphics 12 
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Design Grid line 

The computer views as 



Bit Pattern 00 = Background = Key 4 = Location 712 
Bit Pattern Gi = Colour 0 = Key 0 = Location 708 
Bil Pa item 10 = Colour 1 = Key 1 = Location 709 
Bit Pattern 11 = Colour 2 = Key 2 = Location 710 



continued +~ 



THE PROGRAM 



The editor program is made up of three separate listings which, 
it printed in the magazine, would take up eight pages. Apart from 
the immensity at typing in such a listing without error* we did not 
teel that a program listing which might not be of interest to 
everyone should take up that amount of space and so the listings 
are on this issue's disk and also available separately on cassette. 

CASSETTE USERS 

The editor program is available from NEW ATARI USER in a 
ready to run format on cassette. For your copy send £1 to cover 
the cost of the cassette and postage to PAGE 6, P.O. Box 54, 
Stafford, ST 16 1 PR or order by telephone on 0785 213928. 

DISK USERS 

The three parts to the program aru on ihis issue's disk which 
can be ordered in the usual way, see the DISK BONUS section 
in this issue. 

Disk users will still have to create their own autoboot disk lo 
run the editor, as follows. 

Take a blank disk lo use as your DESIGNER auloboot disk. This 
disk should tie [or matted in DOS 2.5 or another ATARI DOS, and 
have DOS files written to it. Now LOAD and RUN the program 
FONT1.BAS from the Issue 53 disk. If everything goes well then 
you will be prompted to toad and run part two - the program 
FONT2_BAS> and finally part three - lhe program FONT3.bas, 
When part three runs successfully you will be prompted to 
prepare the DESIGNER disk for recording. On completion of lhe 
recording you will get an ALL FINISHED!! message and you are 
now ready to load the editor. 
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rising CiUAlUlCS 12, the computer needs two bits to access 
colour information, therelbrc< Lo convert a GRAPHICS 0 
alphahel into a rnulti- coloured GRAPHICS 12 alphabet, you 
have to split the standard eight bit character width over two 
characters (Sec Fig, 3). Try entering the designs Into the edilor, 
viewing your progress in the character line. 
This sacrifices a further 26 characters and reduces the num- 
ber of characters per line from 40 to 20. it is therefore more 
practical to design GRAPHICS 12 text small enough to fit into a 
single character, as shown in Fig. 3. These arc quite difficult 
concepts to grasp, but become easier with practice. If you tried 
the examples in Fig. 3. you probably noticed that the design 
grid gets quite confusing as more daia is entered, you should 
therefore continually review your progress with the character 
line. 



CHARACTER LINE 

This line Is displayed in the current graphics [node and has 
the current character highlighted by an arrow. The line also 
uses the current design screen colours. 

KEYS AVAILABLE ON 
GRID SCREEN 



corresponding to keys 0 - 3, It is worth pointing out that 
colours are undated more quickly on this screen. 
Yon move aboul the display area using the Joystick and your 
coordinates arc updated as you go. Pressing the trigger will 
plot a character onto the display. If you have set up a scrolling 
display, then the arrow keys will scroll the display one charac- 
ter/line in the desired direction. Pressing [SHIFII and an 
arrow key will scroll the display a screens length in the desired 
direction, 

Pressing ft will set Lhc erase mode, which will cause a space 
character to be plotted at the current position when the trigger 
is pressed. It is obvious therefore thaL you should not alter the 
design of the space (blank) character, unless you specifically 
wish to. 

Pressing I enters inverse mode, which means that in 
GRAPHICS 0 mode all characters will be plotted In Inverse, but 
in GRAPHICS 12 mode, all colours in pen '2 (Kit Patlern 1 1) 
will tae plotted using pen 3 (Key 3 = Location 711). Pressing S 
saves 40 characters from your current position, whilst D 
dumps these hack In the display. 

There is one other way of plotting characters to the display. 
This is done by enteringTExT MODE with the SELECT key. In 
this mode you can plot characters to the display direct from 
the keyboard. You may move around using (CONTROLl + 
arrow and delete characters using Bk 5p, I fusing a display 
with horizontal scrolling enabled , then you should move a few 
characters into the display before typing, so that the text 
previously entered is visible. Press [CONTROL]+Bk Sp to leave 
TExT MODE, 



SELECT 
START 
O - 4 

Shift -+Control+Space 

F 

D 

< Of > 
C 



= Choose Op Lion 
- Execute Option 
= Change Colours 
= Restore Original Foni 
= Fill a Grid Line 
= Delete a Grid Line 
■ Next Character 
= Copy a Character 



Key C copies character data from the current character to 
new character and then the new character becomes the cur 
rent character. 



THE DESIGN DISPLAY - 
ENTERED FROM THE DESIGN OPTION 

On entry you are presented with a blank design area of 
dimensions 40 x 20. Below this is an Information window 
containing current coordinates, an INVERSE mode indicator, 
an ERASE indicator and the current character, In Its original 
design. Under the information window are four colour bars, 



KEYS AVAILABLE 
IN DESIGN MODE 



SELECT 
START 

Arrow Keys 

[SUIFT]+ArrOw Keys 
S&D 

I 

E 

< at > 

(CONTROL! +ISHIFT1+ [W] 
iCONTROLREk Sp 



Enter Text Mode 

- Back To Design Grid 

- Alter Colours 

- Scroll a Character at a 
Time 

- Scroll a Screen at a lime 

- Save and Dump 40 
Characters 

- Toggles Inverse Mode 

- Toggles Erase Mode 

- Change Current Character 

- Wipe Out Whole Display 

- Leave Text Mode 



Well, that's all there is to know about the FONT AND DISPLAY 
KD1TOK. L hope you iind it useful. My next program will show 
you how to include your font or display data In a BASIC 
program. 
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Fig . 3 

(1} Splitting a 
design over 
two charac- 
ters- 

{2} A more 
practical 
solution. 
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FOR SALE 



XE SYSTEM; XE, 1Q5G disk drive 
XC12 datacorder. 2 joysticks, 2 lei 
1er quality pnntera. New AI3/1 User 
dis«4r 57, Transdi&fc, AtanWrrler 
Pius, 50+ games on lape and disk. 
£1 95 1he lot. P^one Otf 1 r>47 9692 

XE SYSTEM; 1050 drive with 
Happy Archiver installed and whh 
write/prolect and fasfSlOw switch- 
es lilted. 410 program recorder. 
Storage bo* with 1D0 <4sed disks, 
ICD's US Doubter with Sparta 
DOS, also DOS 2.5 4 3. 1-30XE tor 
spares, not working Centronics 
Printer Interface by Micro Print, 
Et50 ono. Software Paper Clip, 
Transdisk v2.3. TariTaik. Lapis. 
Philosep'>orum, PacMan and Pole 
Posmon HOM&, £25. brinks rhe 
Atan rsnxi I landconk and The 
Atari 130XE Owners. Manual, £5 
lor both. Contact Caroline on 0222 
431156 

XE SYSTEM: 13DXE, XFKl disk 
drive,, 1flS0 orinier/plotler , Touch 
Tablet, XC12 Data Recorder, Pro- 
line Joystick, Replay sound sam- 
pling system, loads 0* magazines 
and software including Mini Office 
II. £250 the tot \no spHteK Also 
SODXL, £35. Phone Bo&lon f02O5) 
353445 

MAGAZINES: Ten PAGE G mega- 
zlnes 31 to 40 inclusive Eio plus 
pile. J. Simpson, 10 Ballot Hill 
Crescent Bilsbo/row, Preston 
PR3 r>RX 

PRINTER ETC; 1029 printer, 
buftud with manuals. Mmi Office If, 
10-Print, First Xlenl ard picture 
dumps, £70 ono. Also Touch Tab- 
Ie1 boxed E15. All in working Order. 
Prone- C'455 230696 (Hinckley) 

130XE SYSTEM: 130XE 123K 
oon'pu-er (bcoredj. 910 disk drive 
wrlh Happy enhancement. 410 
cassette recorder air m very good 
condition. Many disks inc. Mini 
Ol-ice H and cassettes (games and 
senous), prinlef interface and SEK 
printer. Masses 01 inlormation ard 
many manuals. All this lor only 
£125. Phone Brighton (0273) 
566390 evenings or weckunds 

65XE: 65XE computer, PSU, TV 
cable, fully working, vgc. No lape 
or joystick hence £25 int. Tel. 
flichard (G302) 7fl4$42 

XL SYSTEM; 300XL, ICJSOwnh 
US Doubler. 1010 recorder, Epson 
RX 1 0Q prime* wrth Centronics in- 
terface, Pand M yuund digger. 
Touch Tablet with Ajan Artisl inc. 
games and business software 
WQftn Over £3O0 alone All this for 
only S 195. Phone 0425 61 21 19- 

MAGAZINES: ANTIC nagazirve 17 
Issues 1952 - 19^5 ANALOG 
magazine 17 issues 19B2- 196S, 
open to offers. Buyer to arrange 
collection B-bft disk softwaiw - 
Paint. The Next Step. Preppie. 
Home Filing Manager, Archon. 
Crossfire, ChopliMef , Wizard & 
Princess, Ulysses, ECABBS. Ori- 
ginals onty with instructions. £40 
mc rjuyl. tel. 00-25 925914 

B-BIT HARDWARE: G5XE i :!0 
eOOXL (unit only), £15; 1050 disk 
drivB. E60; XC1? d5: 1C^0 £yc 
AH in working ender. Derek Hams, 
11, Pembroke Way, Nunoalora 
CV11 4FT 

XE SYSTEM; 130XE, drive, 
joysticks, paddies, printer interface, 
WS2O00 mortem and mterface 
(nwfiHy with original boxes), loads 
of settwara including many now- 
defunct classics and PAGE 6 disks 
1 - 100 - a system built up over to 
years! Yours tor E300 - no spin, 
^"-□ne Chris on 0256 2O30G 
(Basingstoke) 



XL SYSTEM: 80DXL. 1050 dnve, 
two 1010 tape, T029 printer, 2 
joysticks, lots of map^s, loads of 
games on dlsfcs, 1apes and car- 
tridges. Mini Office || and other 
utilities all OOKOd. Will not split 
buyer must collect. £2O0 ono. Ring 
Q532 633?$? after 7pm 

MAGAZINES: Page& issues 1-5S, 
Alan User ^Dataoese) 1 - end, 
Mnnilo* 121, ANTIC Dec 06 ■ end 
START Nov 90 May 91 , ANA- 
LOG fl, 3, 11-2&, 52 GO. 72-79. 
Over 2O0 maps bought lor B-bi1 bu1 
many ST sections and soma on 
disc Yours lor £50 (he lot no 
sp »1s buyer collects' Phone Chris 
on 20300 (Basingstoke) 

DISK SYSTEM: 1060 disk drive 
complete wilh 6O0XL, XC12 recor- 
der and 1029 printer Package in- 
cludes all cablea'tonnks utc T^| 
0??3 716250 

XE SYSTEM: 130XE, 1050 disk 
drive. 1029 prinler. 1010 tape 
dflCk, 1 1 books line, Oe Re Alan), 
6Q4 magazines (inc ALL PAGE 6). 
Many programs on di&K (inc. FSII, 
Visicaic Micjosoh Basic for Atari), 
some tapes arxJ fiQOXL - all com 
plele and in good order - £250 
Please ring Neil Le Maitre or ftsP? 
55409 (Walsallr 

CARTRIDGES: Only CP each. XL' 
XE cassette games only 50p each 
XC12 dala recorder £S, SBXE 
ccmpulef vfllh leads, powerpack 
joysbek, games. t20. Phone Rail 
Galhers on (O20;t| -6795B3 a^ter 
17 30 tor more details 

SOFTWARE; OnqinaJ cass. 
games Kikstarl. Arkanoid, Gndrun- 
ner £2.25 each Or ail for 
Thrusl. On Cue-. PCwerdo-wr £2.?h 
each or all for £6; Transmulef , 
SlOr'm. Tank-Sub Commander 
£2.50 each or all fw £7. we wil 
split postage Firsl writer FREE 
game. Write to Arnold Bontsema, 
Euvelgunnenveg 10. 9723 LX. <3ro- 
flingen. Holland- Tel 050 424062 

XE SYSTEM: E&XE and ^C12 
tape deck, ail leads etc. £45 ono. 
Software- 1ur sale, separate cassel 
tes, disks, aw Originals boxed wi'h 
instructions. Send SAE to M. Fen- 
wick. 55. Bno^je Street Long 
Eaton, Nottingham, NG10 4QS 
Tel, (O602f 720597 

VARIOUS: -B0OXL, 1010 tape 
deck, XFS51 dnve. SpanaDOS X 
1020 printeD'ploitOr. aboul 70 
disks, some blank, srxne PD, 
some Cassetle solrwaro, Rescue 
on Fradulas and AtanArbst HOMs 
(bo1 no Touch Taole:). monitor 
leed, books and many issues of 
New Atari User and PAGE 6, also 
pair n1 paddles £280; 2600 car- 
irid^es - Pacman, Cenlipede. Dig 
Ou^, ET. Galaxian. Jungle Hunt 
elc. 412 in eUI> for £30; also 90% of 
the ST Family Curriculum pack 
worth over SJ300. sell for C1CO 
Buyers must collect. Please write 
10 S.J. Shepherd, 63, Church Ave- 
nue. West Slee^burn, Cfwpping- 
1on, Nonhumbeiiand NE62 5XG 

COMPLETE XL SYSTEM: B0OXL 
with OS system upgrade. tOSO 
disk drive with Happy upgrade, 
1029 printer wtfh Font Four up- 
grade, 1029 printer Standard), 
in 10 cassalte, Touch Tablel and 
art package. Sottwarei 1 nvanuals. 1 ' 
cooks/ mag> M in excellenl con- 
dition wrth ongmal packaging . £199 
o.v.n.o. Plus free won: outer oesk 
Tel. Mike on CKJ54 &93155 
(Catnbs) after 6.30pm 

VAfifOUS: Loads oF fl-bil haro 1 ' 
ware, software, books, mags etc, 
lor sale. SenO SAE mr full list 10 
George Cerrutn, 61 Spey Ftoed, 
Bearscten, Glasgow, rj&i i|_B (A 
copy of tfw fisl from fftjis long time 
sunsntiiGt tuts £wen !odn&o mrl: 
PAGE $. ftf, J 



XL SYSTEM: 3O0XL and 101 0 re- 
vC dur All onoinal ookcs and gcol 
condition. Lots ot PAGE 6 a j xl 
other Atari mags included along 
with ROM and tape software £30. 
Buyer collects, wrrle: A. Cole, 53 
Altoxton Roarj. Bridgwater. Snme 
r&et, TAG 7NW 

XE SYSTEM: 130XE With 27 
games boxed and XC1^ vr^fy good 
cond. C50 eOOXL wrth names 
£20. Phone 0639 639C40 

XE SYSTEM: oSXL computer wrth 
XC 12 cassette and |Oyst*ck com- 
plete with caEseties and car- 
tridges. all Fully boxen with instruc- 
tions. £50 OriO. Tel. 02% 658533 

SOFTWARE: G bil software. 1:3 
Original games tapes. PacMan car- 
Irirjge, Basic XL Cartridge and 
manual. As&ernoler' Editor cartridge 
ana" iViiriual, £30 tr-ft lot Or will 
split. Tef . Worthing (fl&OG} 262606 

PHINTTER/PLOTTEHi 1020 model 
In working condition with spare col- 
our pens, paper rolls and anginal 
aackmg E4C-. Tel. iFnolcri 0392 
4:11192 and ask For Sean 

FS2: Flight Simulalof II carlndge. 
instructions and maps plus Learn 
ing To Fly Flight Simulator book 
£15 ono. Tel. 0602 4007156 

XL SYSTEM: S00XL, 1050(*sk 
drive, ICO printer interface, mar*j- 
als, Alar> User maoaanas and 
Basic progrants pfus some educa- 
Honal software e g Newsoaper 
program and joystick plus 50 Hap- 
py disks and 1 w-200 games plus 
5 pames on ROM, £ IOO Or near 
offer. ContaC! Carey Theooald. 34. 
MorthcotC Road. PoMswood. 
So^ttiamoton S02 SAG or lei. 
0703 31S£05 after 4pm 

COMPLETE XL SV$T,EMr SOQXL, 
mSOctek drive. iu2-:j nmner. 
XC1^ data recorder, all leads i'id 
manuals, books, 100's games and 
utilities inc. many adventures, 
Transdisk, Tarrtalk. Print Master, 
AtariWnler, Graphic Art Depan- 
ment, Visicaic, FSy and PAGE 6 
<x>v& disks and Tiaga?ine^ etc.. 
etc All |fi:^ p^ js 16' mlou' - TV lar 
£100 ono Can deliver within York- 
sh. r e, Durnamaraa. FordelailS 
prwne Ofi4^ 538343 any lime 

XL AND ST: Bis anc piuces inc. 
Touch Tablet WS20O0 modem 
plus software, books and other 
hardware SAE (or list to Gary Bo I 
ton, 40, Minster Gouri. Liverpool 
L7 SOD. Tel. 051 709 4594 

XE SYSTEM: 65XF excellent con- 
fi lion w.ifi ^nc ,"dnp:ur Cas 
sette and cartridge software worlh 
over £1 00 ten issues of New Atari 
User wortn £1£ 30. Total worth 
E2 19.37 will sell lor £100. Call 
Fleetwood (0253) 672839 and ask 
le - Ua--i an or write to 33 UNswater 
Avenue, Flaefwoogl, Lanes Buyer 
c.i": pr:is ar pays postage 

PRINTER; Xb'XE fast professional 
daisy wheel printer RICOH 1600$ 
witn Atari interface unn. £50. 
Phune 0625 420782 

XL SYSTEM; 8O0XL, 101 rj recor- 
der, 1050 disk drrve, leads and 
manuals, spare keyboa-d. games 
:"kj. FS2 with scerxjry disks. Silent 
Servce, Leadefooard, V*elnam, 
TorViaha»vk and more fi*OSl Alan 
User mags. £175 ono. Tei, 0705 
0a9375 after 6pm 



MANUALS: Wanted for F-1S 
Slrifce Eagle and VisicaJC. W^ll pay 
poslaoe etc. Phone Dennis on 
0073 540861 

TAPE DECK: XC12 cassette «■ 
corder lor the Atari 130XE. Please 
phone 0634 663281 

BOULDER DASH: fioulderdash on 
disk warned. Wou4d pay reason- 
able pctce Comact Jamej? c i 
i079S}473l17 

MANUALS: Instrucl on manual for 
Transriisk IV and Head 0v yr Haeis 
on disk Reasonable pnee paid. 
Phone Paul, Ashford. Kenl on 
0233 626663 

5PARTADOS: SpartaDOS Con- 
struction Set, cany*dge or disk, Ulti- 
ma IV. Phone 050? 52230 after 
6pm ash for Richard 

ADVENTURES; £t2 aech plus 
postage paid for disks: Planetfall, 
Leather Goddesses, Suspended, 
Wishbringer, Witness. Hoturn To 
Pirale Island. Robert Camiichael r 
54 Barry Road. Kirkcaldy, FlJe 
Scotiand KY2 GHZ. Tel. rrj5S2) 
265 154 

FONTS: Fonls for Daisy Dob' Do1 
Magpt wanted. I wdl /eturn a ofek 
of my fonts in exchange toy a disk 
of your fonts- OR blank disk + 25p 
OR £1.25, Bryan Z I wood. Cherry- 
down. Nenerhi I. Botey, Soutn- 
an pton SO:3 ?f\\> 

WANTED: UrSma IV; Mapping The 
Atari; PAGE 6 any of issues 1 to 
15 inclusive. Jason Kendall, 22 
Beck Way. Thurlby, Bourne, PE1Q 
OLE. Tel "0778 426409 after 6p*n 
Or weekends 

MAC-&5: Has anyone OOl any in- 
structions, tips or books on how to 
use 1his as I have just got a copy 
without the manual and am a com- 
plete beginner to Assembly Lan- 
guage. [Will pay) Write 1o James 
Howarth, 86 Ashtree Road Oadby 
LeiCS LE2 5TD 

TALL OBDfiRf: I need a 1050 disk 
drive with US Doubler of Happy lor 
£50.-'£60 with upgrade or £40^50 
withoul. Any programming books 
esp Mapping The Alan, tWC Tu-.ar 
and Compute! books, Reasonable 
condition and price paid. Touch 
Tablet around £15. memory up 
grades or an Alari platter. Write to 
James Howatth, 86, Ashlree Road 
Oadby, Leics. LE2 5TO 

DISK DRIVE: 1050 disk drive or 
similgy 1or Atari fiOOXL compuler to 
run DCS 2 0i'E.572.S disks. Preseril 
1050 dnve rol, ww* fjlly due to 
Faulty stepper nwtor. Can anyone 
help wdh a mote/? Tel. 0254 
771 707 (Lanes) 



PENPALS/HELP 



ATARI ELITE: New. \.:w ur d edu- 
catona "Or a'l Atari machines and 
users, send tf»eque/PO for CB 
(payable to Atari Elite) for a 4 
issue subs of an SAEIw info. 
Sand to Alan Elite, 14 Drovers 
Way. Peebles, EH45 9&N 



ATARI ELITE; Wo need editors. 
Conbibutor?, and enisis so get 
helping. Write to Atari Elite. 129 
Ladybndge Road. Ohuad e Hulne 
Cheshire SKfi 5PL 

HISOORES BOOKLET: My HiS- 
oores booMet is now finished. 
Sand SAE plus 20p laf your copy 
(include your own h gh scores 11 
you want). I also have a disk ver- 
sion Of Ihe HiScores which is 
FREE I Send SAE pk.s a blank disk 
and you ' oola Tiore oolouilul 
version of 1he booklet. Afternalively 
send £1 and 111 send a copy on 
one of my disks and include the 
booklet 1ree. James Haworth. 86 
rtsl Tree Road OarjOv. Lera LE2 
STD 

SILENT SUTLER: Can anyonu 
send me a oadkup copy of (he 
original Siient f.Sutlur Record d\?A ? 
(Nr. DX5GG2J. Mine yut erased. 
Disk returned. Francis Baerl. 3D 
Gouddioemstraai, Aalst 33 no. 
Belgium 

USER GROUP: North nf Scotland 
Atari User Group (NOSAUG). XL-- 
X£ Owner e throughout Scotland 
are inviled 10 join this expanding 
user >gfOup. Free membership, bi- 
monthly nowsletter, cassette and 
disk PD libfarles P trips 10 shows 
elc. Full details from S.J. Murray. 
71 Walker Ftoad, Torry. Aberdeen 
AIM 30L Tel. ;0?f4! src^'O 

FUTUfiA: A new b«-monthly disk 
mag For the XL/XE. Packed full 
w|h rew artccc-.. ulililes. games 
demos etc. All <or only £1.95. Also 
available as a c-assette-'prinlad 
copy for anty £3.9(5, Send Cheque/ 
PO (payable to S.J Murray) to 
Sluarl J Pjlurray. 71 Walker Hoad. 
Torry. Aberdeen AB1 SDL 

PRINTER DRIVER: Driver wanted 
Icy Panasonic KX-P11?3 24 pm 
printer for any 8-bit software. Arso 
contact w1h ownera of KX-P1 123 
Tel. Richard ^O302| 7646*2 

HELP^ Art wasned up On Drelbs. 
Has anyone got instnuclions? 
Please send photocopy to Simon 
Bridgeman, 4. Appleton Avenue, 
Wareside. Nr Ware, Herts. SG12 
7SR 

PENPAL: Would Ricfiard Carter, 
Robert Ham, Michael Huflon, John 
Mizzi please contact me. It has 
been a while Since you guys w^oLe 
ma. Does anyone know them? fte^ 
mind them! Write lo Arnold Bgnt- 
senia, Euvelgunnerweg 10, 9723 
CT, Groningen, HollarXJ 

CONTACT: Any f34jfttefs here Or 
abroad Wiping swap n-mcs. 
hints and t*S write lo M. Fenwlc*. 
55, Bridge Street, Long Eaton. 
Nu^ngham, NCi 10 4QS. A« lehe-s 
answered. 

USER GROUP: New user group 
lor cassette users. Send SAE lo A. 
Gilbey, 1. EastOrOOk Avenue. 
Dagenham, Esse>! RM10 7UL 

XL OWNER; Wants penpal to 
swap hints and lips with Write 1o 
Mail Munn, 56, Waterngham Ave- 
nue, Ketlenng, NorthantE, NNl5 
5ER 



WANTED 



SOFTWARE; LeadertMard Golf 
game fmusl be wjginal) complete 
with packaging and instructions, 
also Midi Mate hardwarei'scftware 
made in 1he USA. Corlact Derek 
Fern on 021 353 5730 



CONTACT i» FREE of charge and may te Lifted by any 
genuine Atari enthusiast, for contacting other owners. Any 
notice may be included except those offering software only 
for sale or eicchan£e or these offering kerns far sale com- 
mercially. rhc Elrlitor reserves the rijjht to omit or edit any 
notice received at his disciesio-n. ff space is tight, notices 
may he shortened and addressee may be omitted with only 
telephone numbers being published. 
Send your CONTACT notice to CONTACT, PAGE 6, P.O. 
Box 54. Stafford, ST 16 1DR. Please write your notice on 
a separate she:e:t of paper, not as, pail of a letter, 
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XL/XE SOFTWARE 




We wanted Nigel Mansell 
to write a few words but 
$23,000,000 was a bit 
too much to pay as a re- 
tainer so Paul Rixon (like 
Ayrton Senna) said he'd 
do it for nothing! 



The public's interest in motor sport has recently reached 
an all lime high, especially since Nigel Mansell began 
lo look as if - and subsequently proved he could win 
the World F'ornnila One driver's Championship. It seems quite 
incredible that ihe last time an Englishman (James Hunt) 
achieved this title Atari hemic computers had yet to be manu- 
factured! While many software houses will have already jum- 
ped lo cash in on the Formula One euphoria, 8-bit Atarians 
would be sadly deluded if they believed there was a possibility 
of XL/XE Inclusion In the commercial release schedules. But 
all is not lost, as over the years there have been more than a 
few racing games produced for the 8-bits, I thought it was 
about time to put on the racing overalls, rev up the joystick 
and lake some of the oldies out for a spin. 

GAINING POLE 

They don't come more classic 4 than POLE POSITION, one of 
the first - and some would argue, the best - racing games 
produced by Atari themselves (later re-released by Datasoft/ 
U,S.Gold}, Pole Position has received muc h praise for its 3-13 
perspective representation of the race track, complete with 
scrolling track -side scenery. The game features a single race 
circuit and a car with three basic controls (brake, accelerate, 
steer) buL its simplicity seems more of a selling point than a 
drawback f You must qualify ibr a place on the starting grid 
before the race proper commences over a pre-selected number 
of laps. The race is actually against the clock since the other 
cars don't have specific field positions and they always re- 
appear, no matter how frequently you pass ihemt A crash 
results in lost lime whilst points are awarded for total dis- 
tance, passed cars and seconds remaining. 

Strangely, few reviews of Pole Position mention the frustrating 
bug thai means you can't complete certain races without 
slowing down to accommodate the timer f During an ei^ht lap 
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POLE POSITION uncommon in this format but 
still available us rfrc original A TAFU ROM 



race on the hardest level, you must avoid having more than 37 
seconds remaining on laps I -5 or more than 34 seconds on 
laps 6-8 as you cross the si art /finish line, otherwise the 
countdown timer fails lo reset and the game swiftly ends! I .ess 
dramatically, the maximum speed of 195mph has been known 
to rise on random occasions to 234mpht Bug- free it isn't, but 
Pole Position has still canted a special place in many garners' 
collections. 



OFF CIRCUIT RACING 

Aeti vision's GREAT AMERICAN CROSS COUNTRY 

JROAD RACE (subsequently renamed "American Road Racc h 
[or budget release by Silverbird) set new standards in auto- 
simulation gaming. Unlike most of the competition, this game 
is not based on circuit racing but InvoJves a dash along the 
freeways In various states of America. Before you head off at 
break-neck speed there's a choice of various challenges - for 
example, a straightforward run from West to East or a tricky 
round trip through several major cities. A map screen lets you 
choose the most appropriate route, bearing in mind such 
factors as the time of day [it's less busy after dark) and the 
weather conditions. 

You view the proceedings from just behind your car, which 
travels through the 3-D perspective scenery In a similar style 
to Pole Position. Your car - and the others you meet on your 




travels - are rather squashed in appearance, but this Is the 
least of your worries as you weave past other drivers at speeds 
of up to 240mphF It you hear a Police Siren you must either 
accelerate and attempt to out-run the pursuing enps or slow 
down to a law-abiding pare - otherwise you are detained while 
they issue a ticket! You should keep a watchful eye on the fuel 
gauge as you It need to stop for a re fill at frequent Intervals. 
There are several other dials on the dash to keep you occupied 
and varying patterns of traffic ensure you'll never hit a dull 
moment as you race for a slot in the hall oJ' fame. In tern is of 
playability atone, American Road Race is undoubtedly a win- 
ning package. 



SALOON CAR RACING 

Towards the end of 1 yS7 Red Rat began lo advertise a new 
game billed as "the most realistic rally ^me on four wheels'. 
SPEED RUN promised to break the mould oi previous racing 
simulators by presenting a view from inside a Sierra Cosworth 
rally car, with 3-D scrolling graphics beyond. It all sounded too 
good to be true, and sure enough Ned Rat announced they had 
shelved the project due to 'u] tee r I aim ies over the 8-bit market'. 
Many Atari owners were not at all pleased with this news and 
such was the. response that Red Rat eventually decided they 
had better launch Speed Run alter all. The finished package 
first came to my a I tent Ion In April 19B9. 

Without doubt the merits of Speed Run lie entirely tn the 
graphics department. The 3-D display is most impressive, and 
meticulous care has clearly been taken to represent the car's 
interior and dashboard. Through the windscreen a familiar 
grey track, edged with red and white curb-stones, winds into 
the distance. 'Ilie scene is completed with various background 
scenery and occasional traeksidc hoardings. On the right hand 
side the driver is seen to steer and change gear as you issue 
commands via the joystick. The sound isn't quite as stunning 
but Red Rat obviously recognise this since I he package in- 
cludes an audio tape containing the theme tune (the 16-blt 
versions contain the same music in digitised formal}- Initially 
you can choose automatic or manual gear-change modes - the 
latter is only recommended once youVe gained a good deal of 
experience. r l Tie disk version includes a workshop menu from 
which you can choose one of three bonus attributes; extra iire 
grip, fuel injection or a super-efficient pit crew. If (or when!) 
you crash, you can expect a rather frustraling loss of vital 
seconds while your vehicle is repaired. Unfortunately the 
game's playability doesn't quik- live up to the rest of the 
package - there's only one circuit and no indication of your 
progress in a race. Keeping your car on the circuit is quite a 
challenge tn itself and your view through the windscreen 
doesn't give much away as to your position on the track. 
Despite these problems. Speed Run is still a worthwhile ac- 
quisition just to illustrate the graphics potential of your Atari. 
It's visually amazingl 



BEYOND REALITY 

English Software were once a rather prolific source of games 
for the 8-bil Atarls, They published a string of brilliant titles 
Including Jet Boot Jack, Mediator, Chop Suey and Timeslip. 
One of their more innovative products was a game described 
as the ultimate fantasy racing epic - ELEKTRAGUDE. I've 
heard plenty of criticism concerning this game, but in my 
opinion It should be regarded as one of the all time classics! 

Peciing through the windscreen of your space age vehicle you 



SPEED RUN great graphics, great promise not quite jidjttled 
hut still up among the best racing sims on the Atari 

must glide around the Pole Position style circuits accompanied 
by "1,6 bit hi-res music by Yekao" (it s pretty good ioo!). The 
aim is to reach a tunnel before the time limit expires. There are 
no other vehicles but hazards abound in the form of*S" bends, 
pools of water and 'electrostatic columns' dropped from a plane 
Hytrin overhead. The biggest problem is that spinning 3-D 
cubes and bouncing spheres litter the track and if you collide 
with them you waste valuable time. Avoidance is easier said 
than done! The graphics throughout are superb, right from the 
opening screen where "Lwccmng' - transforming from one 
shape into another by gradual stages - is used Lo excellent 
cliecL From here you can choose from a British. Ameriran or 
Australian circuit - each of these has a fork junction in the 
roadway, giving six possible routes overall. The background 
scenery comprises different layers which move at various 
speeds, giving a good feeling of depth. 

Elektragllde has, in the past, been the subject of some 
adverse comments due lo Lis advanced level of difficulty. Its 
even been mentioned that the game is Impossible to complete 
but this simply isn't cruel As with niosi games practice is the 
key to success and with suitable perseverance (and a reason- 
ably good joystick!) all six finishing points can be reached, 
I lowever, at this stage criticism is rather more deserved since 
the endgame sequence is truly conspicuous by its appalling 
implementation! After all the trouble of cracking a level you are 
rewarded!?) by a few notes of sound and are then returned to 
the title page. Still, the satisfaction of finally mastering a level, 
not to mention the superb graphical delights en route. Is 
sufficient to earn the game ils classic status. I Lo tally recom- 
mend itl 



AND OTHERS ... 

Unfortunately there isn't space here to cover the many other 
racing games available for your Atari. Some of the best include 
Pitstap, Qn Track. Rally Speedway. Speed Ace and Grand 
Prix Simulator Some of the worsl include Talladega. Pit- 
stop U and Death Race, but thafs another story S 

Pole Position fe available on ROM cartridge from 
Page 6. Elektraglide is available on disk as part 
the Smash Hits 7 compilation, also from Page 6 
while skx:ks last Speed Run and American Road 
Race are rather hard to find at present! 
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XL/XE SOFTWARE 
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NSDISK 




I- sure thai every reader oj New Atari User will have 
either seen, used, or heard about Transdisk fV, the tape to 
disk utility. I am equally sure ihat a large number of disk 
firii>e owners will not have purchased transdisk because of 
their reluctance to accept tfmt a program so reasonably priced 
could possibly do all tivat it claims. 
In this article I will try show some examples of the uses, 
methods and [imitations of Transdisk, as well as giving some 
hints lo ouerconie the minor problems 1 have found. I would 
hope ihat if the 8-bit. driue owning community were aware of 
this program's capabilities, they would be prepared lo pari with 
£1 235 in order to improve their own system, and at the same 
lime help keep our magazine ciliw. 



INTRODUCTION 



So what, yon may ask, does Transdisk actually do? Well, 
Transdisk allows you to create a disk loader menu, and to copy 
commercial and non commercial cassette software to thai disk. 
Yon need not worry about brcaclilng copyright, as long as you 
only make backup copies of your own software, and solely for 
your own personal use. 

lYansdisk is capable of copying mnsl cassettes, including 
software that requires 64K of memory, and games that load 
extra levels. As there are a large number of different cassette 
formats which can make copying tricky, the program has an 
equally Impressive number of variable settings 1o deal with 
non standard recordings. However^ I have found from personal 
experience that the most difficult cassettes to copy arc those 
which load extra levels, some of which I have still not cracked. 
As 1 mentioned earlier, Transdisk can handle these cassettes . 
but they can be difficult. One specific problem 1 have encoun 
tered in this area has been the limited storage capacity of a 
disk when extra levels have to be stored. 



USES 



Most people who own a disk drive will probably have started 
out with a cassette deck, and cassette based software. I know 
lhai when I first bought my drive, some five years ago. 1 had 
upwards of 70 cassettes. All but five of these have been 
successfully transferred to disk, and now load in seconds 
rather than minutes. 

Even if you do not own a single cassette, Transdisk is still 
well worth the investment The market for Atari 8-bit software 
is dwindling, and along with it goes the availability of disks, 
but even in this sorry stale of the market, cassettes are still 
being released. Just take a look at the inside front cover of New 
Atari User, issue 56: do you own all those games? I would 
doubt that many people own them all, and I am sure many 
people don't bother because they are stored on cassette. Once 



Mark Stinson presents 
an unbiased (and un- 
solicited!) users view of 
a legendary utility for 
disk owners 



you own Transdisk. the availability of software for your Atari 
grows ever wider. 

Transdisk Is also good news for I3GXE or expanded memory 
owners. This was one of the few packages written to use the 
extra memory available on a 130XE, while remaining compati- 
ble with smaller memory machines, It has also been around for 
a number of years, so there is no shortage of users to com- 
municate with, and gain assistance from. 



TRANSDISK IN ACTION 

When you boot up the disk, you are presented with 
following menu: 

1 Index of drive one files 

2 Index of drive two files 
(I)iiitiahze disk 

(S)tandard autoboot tape read 
(N)on -Standard auloboot tape read 
fWlilte new disk file 
(Alppend to disk file 
(D)elete disk file 

Ninety per cent of the time, using Transdisk is quick and 
easy. Having a 130XE, or expanded XL also help to limit the 
time you need to Invest in copying your cassettes. So, with the 
exception of the odd few problematic cassette formats, the 
following stages are all thai need to be undertaken to copy 
cassettes, and place them on disk. 

llfn.ilia.lize disk, 

This option enables the user to format a disk for either 64K or 
standard games. At the sub-menu select either XLMENILSYS 
(XEMENU.SYS on the 130XE) for 64K games, or XTMENLLSYS 
for standard games. Your blank disk is then formatted, and 
the relevant menu driver written to il. 
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(Standard autohoot tape read 

This is the op Lion used for transferring most cassettes. With a 
tape inserted, the cassette deck is set to J play\ and the 'start' 
key is pressed. The software will now read in the first stage of 
the cassette: some cassettes are only one sta^e long, but most 
are made up of several. 11" your ensseEic is made up of several 
stages this will be apparent during a normal cassette load, 
When loading, the recorded hisses and crackles will he inler 
rtipted with the occasional gap, normally lasting two or three 
seconds. If you know the number of stages a casselie is made 
up of (load the tape normally, and count theml then "option/ 
select' can be. used to set the number stages needed- This is no 
problem on a 130XE, but you are limited to the number of 
Stages a smaller memory machine ran load at once. 



(W]Wte disk file 

This option writes the game file, or stage, to any menu 
You may write the file out as many times as you wish. 



disk. 



Now, bootinfi the new disk will give a menu showing the 
games currently stored on it. Simply press the letter which 
corresponds to the required game/ program and, if all is well 
the game should load. 




MEMORY LIMITATIONS 




If you own a 4ftK or b'4K machine there will be many games 
which cannot be held In memory in full (the Transdisk prog- 
ram uses a fairly hefty chunk of memory). This is especially 
noticeable with games which load extra levels. This is where 
the l append h function comes into play. The cassette is copied In 
the usual mariner, but with the number of stages set to 1- The 
one stage copy Is then loaded and written to disk. Each 
subsequent stage is loaded, and appended' to the main file 
until the game is copied. The only drawback Is the length of 
time the user has to spend aL the keyboard, waiting for the 
individual stages to load. 



NON-STANDARD CASSETTES 



Some cassettes will nol copy wlLh the standard settings, and 
the non-standard option will have lo be used. This is well 
covered In the Instructions but. briefly, It Is used as Follows. 
Different tapes may have different "baud 1 settings. A baud 
setting relates to the speed and size of portions of data being 
transmitted to the computer, via the tape deck. The non- 
standard option allows you to choose different settings for 
baud rate- 0.2.4,6 and 8, Anyone who owns Fighter Pilot will 
have noticed the different sound that the cassette generates 
when loading; this will not copy on a standard setting, however 
by setting the baud rate to eight, Transdisk will copy Fighter 
Riot with ease. 



IN CONCLUSION 

Transdisk is a very powerful utility and is a must for all disk 
owners. It does all that it claims, and usually with little fuss, 
and the minimum of effort. It does, however, have some limita- 
tions; 

Compatihilittj 

Although it is compatible with DOS 2, It is not easy to backup 
menu disks. The best 1 have managed is to format a disk with 
Transdisk and then delete the menu. NexL, ]oad DOS 2 and 



use duplicate disk - This will copy a whole menu disk, but I 
usually find that one of the files will not work properly. To 
combat this, I then use transdisk to copy a stage from any 
cassette and write a dummy file to the menu disk. Once the 
menu disk is copied, the dummy file Is usually the llle cor- 
rupted, 

Disk space 

The menu file takes a large number of sectors ( 1 20) so games 
like Gauntlet will not fit on a disk unless it is in enhanced or 
double density. 

Games with extra levels 

Games that load extra levels are especially difficult to copy. I 
have still not managed to copy Gauntlet and The Ooonies, 

Game saves 

Cassette games which use game save (such as adventures) do 
not have the save facility ported to disk, however I have found 
that this can be overcome with many ad ven Lures such as 
Mordon's Quest, Adventure Quest, and all the Seott Adams 
tapes. Simply press system reset when the game is loaded. 
Sometimes this re -boots the game, in which case it will not 
work, but if the game reappears instantly, you can now save to 
cassette. This Is not pariicularly annoy tni^ as most game save 
Eac Miles only 1?jke a few seconds anyway. 

One final hint that may be useful is that 1>0S 2 ran read the 
disk. So, you can use a sector editor to examine the copied 
software, and you can use a DOS 2 based cataloguer. 

Despite the minor limitations, ] have absolutely no hesitation 
in recommending I his utility. Indeed, I would suggest that this 
is the one essential disk in all drive owners" collections. 

Availability: Page 6 Publishing 

Price: £12.95 
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LYNX GAMES 




THE LYNX 



ROBIN! 



Despite most of the media attention going to Nintendo 
and Sega, the Lynx is mure than holding its own with 
regular software releases. Atari are making sure that 
their great little machine doesn't fall behind in the software 
stakes and this issue 1 have been able to test out four more 
cartridges. 



BATMAN 
RETURNS 



The film set a new world re- 
cord, accounting for almost half 
of North America's total box 
office sales on Its opening 
weekend, Hie Warner Bros, movie drew in over seven million 
cinema-goers and took S46.8 million! Atari were the first to 
release the game of the film and if you don't have a Lynx yet 
you can get one free with a new Lynx 2 for only £99,99 - by 
itself the cartridge is £34;9-9. 

It is a fairly standard horizon! al-scro] ling beat-'em-up. The 
graphics arc superb with large colourful sprites, the animation 
is excellent, and the baddies keep coming in an unrelenting 
stream of varied violence - fists, knives, bombs, machine guns 
and motor bikes permeate the first level wherein you must 
battle the Red Triangle Gang to reach Lhe Penguin as the first 
"end -of- level monster". 

The Batman leaps and somersaults all over the screen under 
joystick control and you can aliack with J'islh, batarnngs or 
vials of arid - watch out for replacement weapons along the 
way! 

An excellent arcade game, with the only real criticism being 
that it is VERY hard and there are no restarts or passwords. 



tf you want a rest from the stress ol 
high speed arcade action, but you 
- c^thtj^ don't want to have to think ioo hard, 
U this could be Just the game for you. 
You stroll around the Casino with $2000 burning a hole in 
your pocket - when you find one of the five games and fancy 
kisin^ a Lew dollars just press button A! 
All the games are played very realistically, with full betting 
options, and odds just like in real easinos. You should be 
aware that the odds in casinos are set so that the casino 
makes a profitl Some people win, some people lose - bui on 
average the winners win less than the losers lose! So donl 
expect to make a profit every time - fortunately there is a 
cashier who will let you have another $1000 if you blow it all! 
The Roulette and Blackjack arc both pretty full implementa- 
tions of well-known games. The Slots are a little primitive 
compared to the sophisticated devices available in pubs these 
days - but are fun for a change. The Poker is a video-machine 
version - you get five cards - change as many as you wish once 
- and get set winnings for particular hands you aren't playing 



against anyone else, The last game is less well known - It is an 
American dice game called Craps - no it is nothing to do with 
Lhe useful device invented by Thomas Crapped YcjU rnl1 a P^ r 
of dice and then bet as to whether you will throw the same 
number again before you throw a seven. Lots of side bets are 
allowed on every throw of the dice. 

If two Lynxes are linked then you can share the Roulette, 
Blackjack and Craps games. 

All the games are well explained in lhe instructions and all 
are well implemented so that you can play very easily and lose 
all your money as quickly as you Hfed Great fun! 



A high speed race against time along 
twisting waterways - you drive 
straight into the screen trying to avoid or blow up all the 
obstacles to reach your destination before you run out of fuel. 
You are delivering valuable cargoes - if you crash they must be 
retrieved from Lhe water - or from an enemy ship which grabs 
them. Lots of "continues" so once you get the hang of the 
controls you can keep going for a long time. 
Collect lots of money along the way and you can buy a nice 
selection of weapons and power-ups In the end-of- level shops: 
boosts (higfi speed flying), anligrav (normal speed flying), flam- 
en, uzis, smart bombs, shields, 6 way shots K and extra fueL 
Nothing particularly innovative, but a good game of the genre 
if you don't have one already. 



An excellent sports game with lots 
of nice features. The manual is 
very helpful If you don't know the rules of Ice Hockey - though 
some of It may be a little confusing. The action is fast and 
furious and it takes a bit of getting used to before you can join 
in the frantic action that carries on all around you regardless 
of what you do. There arc live men on your team and you 
control one of them ■ you can switch to control lhe one nearest 
the puck at any time with Option 1 . 

Two special sequences are the Fight and the Shootout - both 
can be practised from the main menu. Fights can be instigated 
by either side at any time - it switches to a closeup of the two 
men who can do four different punches while ducking and 
weaving - the loser gets sent off for a timel ShootouLs resolve 
draws - turn your Lynx sideways and Lake alternate shots at 
each others goals. 

There are lots of teams Lo choose from and you can tailor 
them for skills at Slapshuts, Defence. Passing. Fighting, etc. 

1 Ilghly addictive once you get the hang of it - an excellent 
addilion to the Lynx range. 



FUTURE 



Still technically the most power- 
ful hand -held, the Lynx's only 
real weakness was the range of 
games, but this continues to go 
from strength to strength and with the rumours that games 
like Pi I fighter, Lemmings and Eye of the Beholder are on their 
way the Lynx is definitely worth buying! 



by John Sweeney 
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FOOTBALL 

CRAZY! 



To celebrate this issue's 
major feature on football 
games we are pleased to be 
able to offer some of the 
best football games still 
around- Enjoy these while 
you can! 



KENNY 
DALGLISH 
FOOTBALL 
MANAGER 




The ultimate in football rnanage- 
i ■ i l- i ■ t ^cuiw*. ht\ tin- first turn- Jo o 
football rnaiiaKcnient simulator 
Kenny Dalglish \s Soccer Manager 

combines .stunning top-notch full colour graphics with □ fun- packed 
game design which will leave you breathless; with its great features 
Ft has an amazing easy to use icon -drive play system and the exciling 
gamesplay includes: lull Four division league, detailed graphic high- 
lights! board of directors for detailed performance reports, detailed 
KHT1H' slraUxy, li nil-linn 1 update, subsli Jules, injuries, susp^nsinns, 
full transfer market ami lots, lots more! 

Cassette only OUR PRICE £2.95 




CLASSY CASSETTES 



SPEED HAWK 

One of Atari + s last games for the 8-bit released 
only a short Time ago ut full firier can now he 
yours at budget price I A smoothly strolling :irCadg 
game in which ynu must defend I he- rhi^ worlds of 
your solar system from I hi- inrinit T of suaee pi- 
ratcs. You Jilonr £iin pilul 1 he single seiiLer lighter 
In li iide rl si ke the tusk, of destruy iiij" the in Lit lliI I 
^ li ; i id li ei thai protect* the Meet of pirate ships 
wafting to attack 

OH gin ally £8.95 OUR PRICE £2.95 

BOULDERDASH II 

\ jcilihl Enr f Liiis mi" the Lirij-Liia] E^uuLderdash and the 
perfect introduction to Kockford's underground world 
for those yet to experience the rmiRic 16 atl new caves 
in an action strategy same for one or two players. 
Playable intermissions, 5 levels: of difficulty and no less: 
than 324 scrolling screens will keep you absorbed for a 
long time! 

OUR PRICE £2.95 




STILL AVAILABLE 



WO POPULAR ROMS BACK N STOCK 
RIVER RAID ■ ONLY £3.95 
KABOOM- ONLY £2.95 

See previous issues for full descriptions 
Of these great games 



FOOTBALLER OF THE YEAR 

Ynu Ye a 1 7 \i':ir uh3 upprenlice in I he 41 h 
Division with only £5,000 and 10 ^uals to ynur 
name. Have ynu got what it fakes to eoue with 
the trauma of transfer dcals^ injuries and other 
match day problems, while displaying skiili and 
professionalism in matches throughout 
Europe? Rise through the divisions., outclassing 
rivals on the way to prove you are I he hest and 
^ain the highest accolade ... Footballer t}|' I he 
Year! 

OUR PRICE £1.95 



NEW! 




CASSETTE 
ONLY 



LEAGUE CHALLENGE 

Manage your favourite football team your way. 
No more matches, lost because the manager 
cbose the wrong team or played a wrong corn- 
hi mil inn. Now is vciur ehunec 10 gi> for Hi vis ion 
One. Maybe even win the league and cup dnn- 
hle- Who knows 1 ynu may even find the mana- 
ger's job is more difficult than you thought. 



OUR PRICE £1.95 



NEW! 




CASSETTE 
ONLY 



NEW! 




DISK 
ONLY 



TRIVIAL PURSUIT 

The L'tassk- hoard jvmie Ir^iishah-d tn ihv AtLiri 
wi|h added question power, Now you can 
answer questions presented with music and 
graphics as well lis slrai^hl levl. \n ideal fami- 
ly game or one you can play on your own. 
Over 3 SHU} questions and all the mechanics of 
the game taken care of by the computer. Trivia 
has never been so much fun and has never 
been available hefore at this: price! 

Origiiiatty £14.95 

OUR PRICE £4.95 




DISK 
ONLY 



GRUMBLE'S CRISIS 

Captain Crumb I l 1 was nut: otlhe characters 
I J i li I NhjiicJ ll unique plaee in (he In-jarls of 
many Atari add iris. I his Irnly Ivri^iisli en'Hlinn 
will war 10 your heart Inn us In: rushes uminid 
trying to round up the Fuzzles who have 
escaped litun the Inter-galactic zoo. Can you 
tlnd and snare the ruzzies throughout all five 
levels of this game? Be warned it's not easy! 

Originally £9.95 

OUR PRICE £2.95 
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LIMITED STOCK ITEMS 

ALU ITEMS FOR XL/XE ONLY 



INCLUDING NEW ITEMS NOT PREVIOUSLY LISTED 

These items of software are new to us or are replacements for items previously sold out 
Some are in short supply and may not be available again. Get them while you can! 



WAR GAMES 



NATO COMMANDER I DECISION IN THE DESERT 



ADVENTURESIROLE PLAYING 


Ithe ETERNAL DAGGERl 


JINXTER | 


Many consider the SSI role-play- 
ing games to be among the best. 
This is the follow up to the best- 
selling Wizard's Crown 
I>ISK 

f?ri$*i*t&i price £24.95 

OUR PRICE £8.95 


An adventure from Magnetic 
Scrolls, Ihe learn that set new 
; standards in adventure design 
Requires t050 Or XF551 drive 
IMSK 

Original price £19.95 

OUR PRICE £7.95 




GAMES 




ENCOUNTER | 


1 Three-dimensional high speed action kin this classic that has been hard 
to find for some time. Based on Battlazone this fine arcade game was 
the firs! Id have true 3-D and it outclassed most other games before 
and since. Experience one of the best games ol all time now before It is 
too late! 

CASSETTE ONLY OUR PRICE £2.95 




I TENNIS 




MIDNIGHT MAGIC | 


Great sports fun either against 
the computer or another player, 
singles or doubles. All the shots 
are here lor lop class action 

ROM 

Normally £12.1*5 

OUR PRICE £6.95 


Pin ball on your Atari can become 
totally addictive. Now you can join 
In the fun with all the thrills ol the 
plnhall table on your screen. 

ROM 

Originally £14.95 

OUR PRICE £7.95 


1 BLUE MAX 1 


| SUN STAR | 


1 Everyone must have heard of this 
World War Two 3-D %lng 
game. We no longer have ihe ROM 
cartridge but this classic can be 
yours on dish for a lowly sum 
DISK ONLY 

OUR PRICE £2.95 


The Sun Star is the fastest and 
most powerful craft ever built and 
you must pilot it to recover crys- 
tals from the solar grid. A slightly 
different arcade game 
DISK ONLY 

OUR PRICE £2.95 




1 SPINDIZZY 1 


| PAC-MAN | 


Well known and highly regarded 
game in whicti itie aim is to explore 
and map a 3-D world- Excellent 
graphics and testing puzzles 
DISK OrVLV 
Original price £ f j-95 

OUR PRICE £4.95 


Possibly the most well known ol all 
computer games. Still a classic and 
still in aernand 

ROM CAR 1 RllHiE 
Original price £12*95 

OUR PRICE £6.95 




1 SMASH HITS 7 




INTERNATIONAL KARATE | 


Four great games - Colossus Chess 
3 ? Eleclraglide, Blue Man and Alley 
Cat. This sold out very quickly last 

time! 

DISK 

Original pr-fc* £14. 95 

OUR PRICE £3.95 


Atari owners waited years for this 
and when it finally arrived everyone 
raved over it. Still the best karate 
game around . 

DISK 

Original price £9.95 

OUR PRICE £4.95 



You are commander ot Halo and 
your task is to defend Europe 
from Soviet Invasion, Top class 
graphics, five scenarios 
DISK 

Original price £14.95 

OUR PRICE £5.95 



T ake command at the Battle of El 
Alameln. You can Lead either side 
in thin accurals simulation from 
the creators of F-15 Strike Eagle 
CASSETTE 
Original pri&e £14.95 

OUR PRICE £5.95 



CONFLICT IN VIETNAM I PANZER GRENADIER 



Five battles of the Vietnam War 
recreated as you lake charge of 
some of the most decisive battles 
attempting to change history. 
DISK ONLY 
Original £14.95 

OUR PRICE £5.95 



A wargame of German armoured 
infantry on the Eastern Front. 
Five historical simulations, skill 
levels, Joystick control, graphics 
DISK 

Original price £19,95 

OU R PRICE £9.95 



FIELD OF FIRE 



From the SflfldS ol Worth Africa and the beaches of Normandy tc the bridges of 
The Row and the loresls ol The Ardennes you'll lead Easy Gemp^ny I mo ihe 
crucial battles d World War II. This fine tactical simulation is historically accurate 
and requires good planning and execution to recreate or alter history. To heighten 
Ihe realism and im mcdi aey ilunn.3 play, special attention has been given to the 
Hi-Res colour graphics und liurr;iy *&und elfecta. 

disk only OUR PRICE £6.95 



NIBBLER 



SI inking Ihr&ygh an unknown land Nib- 
bier linos himself in an iridescent world 
Of constant change- As lime grow shor- 
ter his body grows longer and he ttsks 
running Inlo yourself. Can he survive? 

tyriginal price £9*95 

OUR PRICE JUST £1.95 



FS2 SCENERY DISKS 



We have a few scenery 
disks in slack af €14.95 
each - please phane 
for details 



SIMULATIONS 



MIG ALLEY ACE I SOLO FLIGHT 



An aerial combat simulation set 
in Korea with 3D graphics, cock- 
pit instrumentation, different skill 
levels and much more 
i>isk 

f/riginal price £14.95 

SOLD OUT 



A very neat flight Emulator, not 
as complex a& FS2 but still with 
Ihe real feel ol Hying. Ideal to 
learn on before trying FS2 itself! 
I>ISK 

€ Original price £14.95 

SOLD OUT 



SARGON III CHESS I COLOSSUS CHESS 4 



Regarded by some- as Ihe finest 
chess simulator ol all- Nine levels 
from beg Inner to master, Ideal to 
learn with, as the manual leaches all 
the f undamentals of the game 

t*ISK 

Original price £16.95 

OUR PRICE £5.95 



Claims to be Ihe best chess prog- 
ram of all- The writers ol Sargon III 
would! disagree-, but there is no 
doub this is a Fine Chess simulation 
particularly lor advanced players 

CASSETTE ONLY 

f Original price £14.95 

OUR PRICE £6.95 
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GAMES 



Here's the list of all the other items still in stock. Many of 
these programs will be familiar but if you want to know 
more check out the past couple of issues where all of these 
programs have been more fully described. Some real clas- 
sics and some great bargains! 



GAMES 



TENNIS NEWS 

Great sports fun eilher against ihe computer or 
another player, singles or doubles Forehands arid 
backhands, lobs - mey arc all here. 

ROM Normal H2M OUR PRICE E6.95 



BATTLEZONE 

Another cracking arcade conversion mat set new 
standards. Command a tank on the battlefield 
under attack from enemy lanks and flying saucers. 

ROM Normally £ J 4M OUR P RICE £7,95 



JOUST 



Don your helmel and hoist your lanrje and climb 
aboard an ostrich in this unusual arcade game! Do 
battle with the evil Buzzard Riders! 



NEWS SUPER BREAKOUT 



ROM 



Normally £12,95 OUR PRICE £6,95 



MIDNIGHT MAGIC NEW! 

Pinball on your Atari can become 1c tally addicirve. 
Now you can join in the 1un with all the jh rills of the 
pinball table on your screen. 

ROM Nomaai/ price £T4 95 OU R PRICE E7.3S 



Breakoul was the original simple yet totally addic- 
tive game a no 1 ihis enhanced version will prowrie 
even more addiciive lun. Needs paddles 

ROM Nammfy£$.35 OUR PRICE £3.95 

LODE RUNNER 

Another classic, perhaps 1he hest of alt platform 
games. Includes a. unique exlra that allows you to 
create your own levers. 

ROM Normally £14. 95 SOLD OUT 



STAR RAIDERS 2 NEW? ONE ON ONE 



The original Star Raiders is updated with better 
graphics and sound. A great follow up to an all time 
classic 

ROM NQrmafy £14.95 OUR PRICE 

ROBOTRON 2084 

You "re Ihe only being left who can ddend humanity 
:-i;;;-:irs1 Ihe Rcbotron amnios 1 You've gel to move 
quickly to rescue the defenceless humans 

ROM Nomaffy £ 12,95 OUR PHICE £6.95 

US FOOTBALL 

American Football is now a big craze in this country 
and you can now play at home. Outsmart the 
defence, make tackles, select plays and more. 

ROM Normally £12.95 SOL D OUT 

EASTERN FRONT (1941) 

The classic war simulation by Chris Crawford lhat 
astounded Atari users when it was released. Based 
on Operation Barbarossa on the border oF Russia. 

ROM Normally £12.95 SOLD OUT 

MOON PATROL 

Your beal: Sector Nine. liomH cf the roughest, 
toughest thugs in trie galaxy Great 3D graphrcs 
and goad music in ihis arcade conversion. 

ROM Normal £12.95 OUR PRICE E6.95 

MISSILE COMMAND 

Another ol the all-lime classic arcade games that 
has you defending cities rrorn missile attach For 
one or two players 

ROM rvorma-'-y £14.95 OUR PRICE £5.95 

ZAXXON 

One □( the all time classics (or trie Alarr, Zaxxgn set 
new standards with its unique 3 dimensiona* battle- 
field and great graphics 

DISK mP £9.95 disk 

CASS eass OUR P RICE E2 .99 

TAIL OF BETA LYRAE 

Our A-Z ol Alan Software series says "The ultimata 
'Scramble' done with superb graphics and music." 
A great horizontal scroller 

CASS OUR PRICE JUST S9p 

FIGHT NIGHT 

Fight Nighl brings, you all the in rills of the boxing 
ring as you lace the most brutal fighters aver in Five 
separate battles. 1 £ players. 

ROM Normally £14.95 OUR PRICE £7,95 

STRANGE ODYSSEY 

At the galaxy's nrn, there are rewards aplenty *o be- 
harvested from a long-dead al*en civilization. Fabu- 
lous graphic adventure 

DISK Original price £19.95 OUR PRICE £7.95 

ZORK 1 

One of ihe most famous adventures of all time. 
Classic Infocom in In** original bos and packaging. 
A real bargain! 

DISK Original £29.95 SUPER PRICE £2.95! 



Play basketball with lwo of America's top players in 
this great sports simulation which features realistic 
offensive and defensive moves 

ROM Normally £14.95 OUR PRICE ZS BB 

CAVERNS OF MARS 

Winner of one of tfie first Alan programming com- 
petitions, this was one of the first vertical scrollers 
and remains much sought after - LAST FEW WITH- 
OUT BOX BUT WITH FULL ORIGINAL MANUAL - 

DISK LOW PRICE £4.95 

KABOOM 

Challenge ihe master bomber as he tries io bomb 
you out of sight. Great fun. especially 1qt the Kids 
who will love il 

ROM QeiQWdiy £12 95 SPECIAL PRICE 

RIVER RAID 

One ol the classic scrolling games In which you 
fight your way up river, bombinq and shooting ev> 
erythrng insight. 

ROM QrigmaUy £14 95 S PECIAL PRICE 

MAXWELL'S DEMON 

A simple yel challenging puzzle gams which will gel 
you totally addertad. In tact two games in one for 
u-^uble the fun 

DISK Qrigirmtty£9.95 OUR PRICE £1 ,99 



APPLICA TfONS 



TYPO ATTACK 



NEW! 



A typing irainer based on the Space Invaders con- 
c:epr in which you hone up your typing skiUs by 
blast ng tailmg lo"e':i. An enjoyable way to learn 

ROM Norway £12.95 OUR PRICE £695 



SKYWRITER 



NEW! 



Recreate a wgrd from its parts which Moat across 
the screen on clouds. A simple eoncepl but one 
which teaches in an inie resting way, Ages 5+ 

ROM Original price £12. 95 OUR PRIC E E5,95 

MASTERTYPE 

New anyone can leam to typo Whilst playing a 
challenging game. One or Ihe original 'game based' 
typing lutors and a bargain priced nOM! 

ROM fffiF £14. 95 OUR PRICE £2 ,95 

LETTER WIZARD 

For ihose who need a lime more sophistication in a 
word processor. Letter Wizard gives you all ol the 
leatures you would e*pecl 

Dl SK Original Price £ 19.95 N OW £5,95 

INVITATION TO PROGRAMMING 2 

Entitled Writing Your Own Programs, comprises 
TWO cassettes and l WO workbooks and does nol 
require Invitation To Programming 1. 

CASS Original Pries £12.95 OUR PRICE E2.95 



APPLICATIONS 



MUSIC PAINTER 

An exciting educalional program that helps to teach 
mus»c by using colours inslead ol notes. For c\\\t- 
Ore n Or adults a Ike 

DISK Originally £14.95 OUR PRICE E7.95 

MACRO ASSEMBLER 

The Macro Assembler wrll allow you to create your 
own machine language games and applications 5 
limes laster than wiiri the Assembler Editor 



DISK 



NtmaWyE 19.95 OUft PRICE £7.95 



PLANETARIUM 

A Fascinating loofc at the heavens. Over 13Q0 stars. 
88 constellations, the solar system and more than 
300 deep sky objects are depicted -105O ORIVL 
ONLY - please state when ordering h you have a 
US Doubler 

DISK Normtiy £16.95 OUR PHICE £. 6.95 

PROOFREADER 

Users of Atariwriler will be delighted with this, the 
long losl spelling checker for the Atanwriier car- 
tridge! 

DISK OUR PRICE £5,95 

BASIC CARTRIDGE 

Some programs, especially some early public do- 
main programs won't run on the XL'XE but they will 
it" you plug in the old version of Basic. 

ROM OUR PRICE E3.95 



EDUCATION 



JUGGLES RAINBOW 

A first computer experience For children aged 3 to 6 
mat teaches the concepts of above, below, leli and 
rig hi plus letter recognition 

Dl SK/'CASS OUm PH IC E £5.95 

JUGGLES HOUSE 

Another lor 3 to 6 year olds leaching the concepts 
ol inside, outside, upper and lower wiih Juggles" 
House and Toyshelf. 

CASS OUR PRICE C5;9S 

SPECIAL OFFER - PURCHASE BOTH 
JUGGLES PROGRAMS FOR JUST £9.95! 



BOOKS 



EASY PROGRAMMING FOR 
ATARI MICRO 



This book went out ol prim 3 years ago and we 
have been searching for a replacement ever since. 
We are absolutely delighled to have found more 
stocHs of one o1 the best beginner's boofos ever 
published. 

MEW REDUCED PRICE £4.95 

MICRO ENQUIRER 

A large format book that covers ihe world of micros 
in general with some specMic Atari sections. The 
book conlains a lot oi worthwhile background mlor- 
rnalron on home COmpulrng 

Pubtisfted price £8.95 OUR P RICE £2 ,00 

ATARI ADVENTURES 

An excellenl book written by adventure expert Tony 
Bridges covering adventures in general and show- 
ing how you can write your own adventures . 

P^fened price £5.95 OUR PRICE E 1 .50 

WRITING STRATEGY GAMES 

II you are led up with simple arcade style games 
but are not sure of the mains required in writing 
Ihinking' games like chess here is a book thai will 
help you out, 

Published price £5.95 OUR PRIC E £1 .50 
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ORDER FORM 



ALL ITEMS FOR XL/XE 



NEW SOFTWARE 



Qty. 


Hie 


PH. - 

Price 


Trial 




Dl 1 IE IIA V 








□ UUUUcnUWon II 


Er£r3j 






fflNFI IlT IN VIFTHJU 
L'JrirLM IP VIC IflKm 








PDI IPJPI C'Q TDICIQ 
















ucuaiun in snc uLicni 








rwr^i iutcd 
tNLUUN 1 1 hi 










1.0.3 J 






fit i n he eipe 
riCLU ur ritst 








"mail i fp riF yfap 










til LK 






MM ytcd 








rVCrHtr LTriLuLIDn 


Xr^-93 






1 FAl^LJF THAI 1 PNfiF 

LuttUUL UrlMLLXIiVlE 


L I h33 






nJATft i* AMU AN n CP 


PR qj; 
L3.33 






PAP-MAN 








OAU7EC ftRCWArilEE 
rAnLCn ynCPmUI& H 


fO OR 






SARGON III CHESS 


£5.95 






SMASH HITS 7 


£3.95 




\— 


SPEED HAWK 


£2.95 






SPINDIZZY 


£4.95 






SUN STAR 


£2,95 






TRIVIAL PURSUIT 


£4.95 




Total 





SERIOUS SOFTWARE 



Qty. 


THIe 


Price 


Total 




BASIC CARTRIDGE 


£3,96 






IHV TO PROGRAMMING 2 


£2.95 






JUGGLES HOUSE 


l 5.95 




■ — i 


1 

JUGGLES RAINBOW 


£5.95 






JUGGLES RAMHttHOLiSE 


£9.95 






JUGGLES RAINBOW • DSK 


£ 5.95 






LETTER WIZARD 


£ 5.95 






MACRO ASSEMBLER 


£7.95 






MASTERTYPE 


£2.95 






MUSIC PAINTER 


£7.95 






PLANETARIUM 


£6.95 






PROOFREADER 


£5.95 






SKYWRITER 


£5.95 






TYPO ATTACK 


£6.95 












PUBLIC DOMAIN 


IETC. 


Qty. 


Tide 




Pries 


T:ie 
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£2.95 






w 


'REFERENCE GUIDE 


£6.95 






TURBO BASIC 


£3.95 




Tola 










BOOKS \ 


at, 


Trile 


| Pike 


Total 




EASY PROGRAMMING 


, £ 4.95 






MICRO ENQUIRER 


£2.00 






ATARI ADVENTURES 


EUQ 






IMG STRATEGY GMES 


im 




Tola 





TELEPHONE ORDERS 0785 213928 



GAMES SOFTWARE 



Qty. 


TMe 


Price 


Total 




BATTLEZ0NE 


£7.45 






CAVERNS OF MARS 


£4.45 






FKHT night 


£7.56 






JOUST 


£&.S5 






KAB00W 


£2.95 






MAXWELLS DEMON 


£1.99 






MIDNIGHT MAGIC 


£7.95 






MISSILE COMMAND 


£5.95 






MOON PATROL 


£655 






NIBBLER 


£1.95 






GNE ON ONE 


£655 






RIVER RAID 


£355 






ROBOTRON Mi 


£655 






STAR RAIDERS 2 


£755 






STRANGE ODYSSEY 


£195 






SUPER BREAKOUT 


£1.95 






TENNIS 


£6,95 




— 


ZAXXON-CASS 


£2.99 






ZAXX0N - DISK 


£299 






Z0RK 


£2.95 




Total 





PAGE & SOFTWARE 



All on disk unless shown 


QSy. 


mie 


Price 


Total 




TRANSDISK IV 


£1255 






TARITALK 


£1955 






MINI OFFICE II 


£1455 






SPELL ME - Disk 


£ 6.95 









CASSETTES 

see Instate from oov^r 




Tilf.il 


■ Dull 




























































1 


















































Total fwke post h» 




99p CASSETTES 


Qty. 


Title 


Price 


Total 




TAIL OF BETA L ViRAE 


£ 0.99 












Tolal 





FREE NIBBLER ■ 

IF Ofiffifl rOTALS £113 or oiore jte posfag«J 

mm -wiF mm □ 



TOTALS 

Software 
Bocks 

Post and Packing on above 
Public Domain 
PAGE 6 Software 

Total 



E 
£ 

£ 1.00 

£ 

£ 



NOTE: Post and packing as shown MUST be added to ait software excluding 
special cassettes, public domain ami PAGE 6 Software, Most goods will be 
despatched within a few days but please allow up to 28 days for delivery 



Name 
Address 



Total Order 
OVERSEAS postage PLUS 25% 

Total 



E 
£ 



" NOTE OVERSEAS POSTAGE CAN SOMETIMES EXCEED THE VALUE OF THE ORDER ■ IF 
THIS OCCUftS IVF WILL WRITE TO YOU BCFORE SHIPPING 

Please make cheques payable to PAGE 6 

POST TO: PAGE 6, P.O. BOX 54, STAFFORD 



I enclose cheque P.O. for £ 
I li I authorise you to debit my credit card 

□visa □ access Deurocard □ MASTERCARD 

My card number is: 



Expiry date: 



Signature 



n □□□□ 



Please ensure that the name and address shown are 
the same as the cardholders. 

ST16 1DR Tel. 0785 213928 FAX: 0785 54355 




SIMULATIONS 




Ml 





Being one of ihc 26 drivers LIilll 
make il to Formula One status is 
certainly something desired by 
everyone who has ever sat In a racing 
ear. The thrill of man and machine roar- 
ing around a race track for an hour and 
half is something only experienced by a 
select few. 

As computer games become more and 
more advanced if's now possible to simu- 
late more accurately just what is re- 
quired to make the best racing driver in 
the world, In the past there have been 
numerous racing games of di ffe ring 
styles from Pole Position to Vroom, bul 
never before has a game come so close to 
giving you all the thrills of Fl on the ST. 

The first thing that hits you about this 
pmduci is the; quality of the presentation. 
The graphics are absolutely exceptional 
throughout and the speed of the polygon 
manipulation for both the track and the 
other cars Is without a doubt among the 
fastest yet seen on the ST. 

Formula One Grand Prix is, basically, a 
very precise simulation of the Formula 
One world circuit. E^eginningin Phoenix 
you must make sure Lhat your career 
stays on target throughout all 16 tracks 
so you can become the world number 
One. Simple as that. 

All of the racing Is presented In a very 
'flight slm' sort of way, Your view is from 
inside the car with the track snaking of! 



Title: 


MICROPROSE FORMULA 




ONE GRAND PRIX 


Publisher: 


Microprose 


Price: 


£39.99 


Reviewer: 


John Davison jnr. 




towards the horizon 
however, in true 
simulator style, you 
can switch views to 
watch the cars from 
any where around the 
track. 

Unlike iiianv other 
racing games t strate- 
gy Is an Important 
aspect in the game, 
Between races you 
must control a] I the 
variables that effect 
the performance of 
the car. Wing angles „ 
gearing, and brakes 
can all be changed to make sure that you 
car is best suited to the track on which 
you are racing. Also, whilst in the middle 
of a race you can pop into the pita to 
have a quick tweak of anything Lhat you 
feci may be causing a problem. 
Control is by means of either Joystick or 
keyboard, or a combination of the two. I 
was extremely surprised at Just how 
accurate and responsive the controls are. 
Many race games, especially the 3D pers- 
pective ones, are normally a bit sluggish 
due to all (he math and number crun- 
ching being done by the computer. By 
clever use of their flight sim graphic 
manipulation techniques though, Mic- 
roprosc have managed to produce a very 
slick and smooth product, "['here's 
nothing worse than a game where 
ihc sluggishness of the graphics for- 
ces you Lo ludicrously oversteer arid 
bounce about all over the placet 
However prelly or clever a L'.anic 
may be though, it doesn't mean 
rJitldly If the game Is a pig to play. 
Fortunately, Grand Prix Is a thor- 
oughly playable game thai will keep 
ye n ensconced for absolutely ages, 

Pans of the "put your foot down 
and hope for the best" genre of rac- 
ing games will doubtless have a spot 
of bother with this, You need to be 
able to think just like a racing driver 
to be good at It. The strategy and plan- 
ning is almost equally as important as 
the actual driving, this isn't to say that it 
doesn i help to know what you're doing 
behind the wheel thought Being able to 
drive oul in the real world is certainly 
going to help you somewhat. Judging 
bends and chicanes accurately is ex- 




definitely the 
very best racing 
simulator " 



tremely important and you'll notice that 
the ear reacts just as you would expect. 

As I mentioned earlier, the presentation 
is absolutely top notch. The graphics are 
fast and extremely well drawn and the 
sound effects are si] rpri singly realislic 
bearing In mind the shortcomings of the 
ST sound chip. 

Overall J have to say that this is definite- 
ly the very best racing simulator to be 
released on the ST so far. It is exquisitely 
presented and has enough depth of play 
to attract the simulator nuts as well as 
racing game Junkies, Certainly one of the 
most impressive titles to be released on 
the ftT in J he past few months. 



SIGHT AND SOUND T! \ t ■ o n ipf i ics 

are e x tre mely well drawn and uidtc- 
rousiy welt rendered whitst the sound 
is of more than acceptable standard 

GAMEPLAY - More than just a racing 
round a track type thing, A great deal 
of strategy is required to be good ai 

this} 

VERDICT - An accurate simulation of 
the Formula One Grand Prix circuit If 
you're Soaking for the definitive racing 
game this is probably tit 

New Asn^i User - lisu-e 58 



5 1 



EDUCATION 





Having set the pace for education- 
al software with their terrific 
Fun School series, Europress 
Software are now expanding their range 
with the AD I series. Most educational 
programs are aimed at younger children, 
but A[)I is designed tor I 1 year old a and 
opwards. Subjects to he released over the 
coming months include maths. English, 
and French, and needless to say all are 
aligned with the appropriate National 
Curriculum attainment targets. 
The series is named after < he theme 
character. ADI. an extra-terrestrial from 
the asteroid M823. For some reason he's 
Inhabiting your computer and while 
there intends to help you use it as an 
educational tool. He acts as your guide, 
t utor, and friend as you work your way 
through each of the subjects. The soft- 
ware designers have tried to give ADI a 
personality, so he interacts with you in 
various ways. For instance, if you take 
too long over answering questions he ll 
fall asleep, or if you upset him in some 
way he'll sulk or get angry. He also 
checks and records your pc don nance, 
comments on your progress, tells Jokes to 
keep you amused, encourages your 
efforts, and periodically gives you games 
to play to prevent you becoming bored. 



THE ENVIRONMENT 

An ADI subject module consists of two 
main parts, each on its own disk. These 
are the "Environment" which forms the 
t ore ol the system, and various 'Applica- 
tions" which are loaded into it. Kach user 



has to make his 
own copy of Lhe en- 
vironment disk, as 
his own personal 
progress details arc 
recorded here. 
The environment 
contains a Help 
facility, which ex- 
plains the various 
controls available; 
.1 realtime clock 
showing the cur- 
rent time and dale: your current score; 
and lhe controls for loading and termi- 
nating the required application. There's 
also a "Games" section, more of which 
anon. 

In addition there's a Tools' seel ion, 
which gives access to Notebook, Calcula- 
tor. Diaiy, Letter Writing. Letter Reading, 
and Coin rol E'anel facilities. The Note- 
book provides a small scratchpad lor 
making notes, while Diary gives you up 
lo six pages of free-form diary entiles, 
The Letter Writing facility allows you to 
write a letter to another ADI user and 
save it on disk, The Other person then 
uses ADI's Letter Heading facility to load 
it from disk and read it. Diary and Letter 
facilities are password protected, so only 
those intended to read them can do so. 
'lhe mouse operated Calculator provides 
Jour arithmetic operators, square root, 
square, reciprocal, and reverse sign func- 
tions. Control Panel allows you to do 
such things as set date and time, reini- 
tialise a session, and set the onscreen 
clock to digital or analogue form. 

The environment also has a "Document" 
fund ion. This is like a mini encyclo- 
paedia, containing various tacts supple- 
mented by animated graphics, Its fairly 
random range of topics Include Europe, 
Proverbs, Food Chain. Origin of Man, En- 
dangered Animals. Volcanoes, the 
Planets, Flow of Blood, and Birth. Yes - 
sex education by computer, no less! It s 
all very basic, bu t a useful bonus. The 
applications load their own data into this 
function, replacing that provided by the 
environment. This usually shows the 
basic rules and facts about the topics 
being studied. 



APPLICATION 
MODULES 

Europress supplied the English \ 1 and 
Maths 1 1 modules for review. L he num- 
ber indicates the target age group, so 
these are for 1 1 year olds. English 12 
and Maths 12 will be available soon, with 
modules lor 13 and 14 year olds to follow 
in the Autumn. French modules are also 
planned. 

The modules are large, although they'll 
run on any STfEl with double sided disk 
drive and colour display. Europrcss 
claim that each contains hundreds of 
activities and I can believe this, having 
spent many hours using the programs 
and still not covered everything. As you 
work through the activities you're 
awarded points for correctly completing 
them. Points gain you access to the 
games supplied as part of the environ- 
ment, and these include versions oL 
Breakthrough, Pacman, Battleships, a 
platform game, and sliding tile and jig- 
saw puzzles. You start with access to Just 
one, and as your score Increases so does 
the variety of games available, 



ENGLISH 11 

English 1 1 consists of four major sec- 
tions, called Discovering Words; Using 
Words; Understanding Words; and 
Phrases arid Sentences. Each section 
contains several topics, each wilh many 
associated activities. There's just noi 
space here to describe everything in de- 
tail, so 111 just lis! the topics covered, 
"these are nouns; pronouns; verbs; adjec- 
lives: adverbs; synonyms: antonyms: 
prefixes; suffixes; correct use ol words: 
spelling patterns and rules; use of capital 
letters; vocabulary and meaning of 
words; similes and metaphors; sayings; 
punctuation; and various word quizzes - 
enough lo keep you busy for a 1-o-n-g 
time. 

Each topic is theme based, and study 
text for this is loaded into the cuviron- 
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merit ns a '"Honk" function. For example, 
the nouns Lopic uhcb Cook's Expeditions 
as its theme, while lor adjectives it's First 
Men on the Moon. By clicking on the 
Book icon you can quickly access the 
text, and reading this will help you cor- 
rectly complete the activities, 
Each topic starts with definitions and 
examples of the subject to be covered, 
Then you're usually given practice at. rec- 
ognising words of the type being studied, 
by selecting them from a list containing 
words of different types. You may then be 
asked to use the words by fitting them 
appropriately into given sentences. You 
may also have to form words from other 
words, e.g. make adjectives from given 
nouns, or complete a word with its cor- 
rect ending. You also have to find and 
correct errors in given phrases, sent- 
ences, or paragraphs; and find words in 
a lisl or sentence matching a given de- 
finition. 

After answering each question you're 
Lreated to a short but amusing animation 
sequence, the outcome of which depends 
on whether your answer is right or 
wrong. Your efforts elicit various reac- 
tions from At}[ ranging from sugary 
praise to faintly abusive encouragement, 
accompanied by various bleeps, whistles, 
and various facial expressions. If you 
[impress Lo ADTs satis [act ion you'll see 
your current score increase, improving 
your chances of playing more games. 

Your progress is stored on the environ- 
ment disk, and Is loaded in again at the 
start of subsequent sessions. The prog- 
ress report is simple, showing only how 
many activities were completed this ses- 
sion and month to date, plus session and 
cumulative scores expressed as marks 
out of twenty. You can also request a 
slightly more detailed display showing 
major topics and charting your monthly 
results out of twenty for up to a one year 
period, 



MATHS 1 1 

The Maths 1 1 module follows the same 
pattern as the English 1 1 module, so 111 
cover it more quickly, As before it's di- 
vided Into sections, topics, and activities. 
The activities are wide ranging, involving 
direct interaction via the screen, or 
sometimes requiring "online 1 " work with 
pencil and paper. You can also make 
good use of that onscreen Calculator 
here. However, when displayed it some- 
times obscures part of the problem you're 
trying to solve and (here's no way ol m lov- 



ing it to a more suitable place. 
The Symmetry section includes line and 
rotational symmetry; and requires you to 
plot reflections of points, lines, triangles, 
and quadrilaterals onscreen using the 
mouse. 

Simple Figures covers triangles, quadri 
laterals, and geometric construction. 
[Tiis last topic requires you to draw spe- 
cified constructions on paper, measure 
particular parts of it, and input the re- 
sults lor checking. 

Shape and Space is all about peri- 
meters, areas, and volumes. In some of 
the activities you have to estimate values 




from onscreen diagrams, so getting the 
"'right 1 ' answer can sometimes take sever- 
al attempts, 

Numbers looks at number operations, 
proportions, percentages, and direcled 
numbers. 

Algebra is a very basic introduction to 
the subject, covering simple equations 
and functions. Strangely, the activities 
don t use algebraic notation although 
this is used in the module's "Documents" 
section. The activities were disappoint- 
ingly short too - you Ye only ever asked a 
couple of questions in each session. 

Statistics again is just a brief in Produc- 
tion, covering means, bar charts, and pie 
charts. Once more you're only asked a 
couple of questions in each session. 
Perhaps later modules will include more. 

As you might guess H Mental Calcula- 
tions exercises your mental arithmetic 
capabilities. It starts with addition and 
subtraction, then goes on to multiplica- 
tion and division, and finishes with series 
of operations. 



CONCLUSIONS 

AD1 isn't just an ed ucational program, 
but potentially a complete edu cation a] 



system, It's not restricted to borne use 
either, the two modules covered here 
would be equally useful at home or in the 
school classroom, Wherever it's used it's 
intended to be an education AID. and no! 
the sole means of learning nbiut ihe sub 
ject covered- Indeed one of its prime uses 
will be as a revision aid, or to check that 
you've understood a related classroom 
lesson. 

AD Is plus points are that it's very com- 
prehensive, expandable, easy to use, and 
generally well implemented. Its general 
friendliness is helped by good use of 
graphics and animation, although use of 

sound Is minim- 
al. It scores 
highly on ihe 
"enlerlainmcnl " 
front loo, provid- 
ing enough di- 
versions to pre- 
vent users be- 
coming bored. 
Naturally, It 
also has a few 
niggling points. 
For insmncr. if 
you answer a 
series of ques- 
tions on one 
screen and get 
one of them wrong, you're usually not 
told which one s incorrect. It deletes ALL 
the answers so you have to enter them all 
again without knowing where your pre- 
vious mi slake was. Also, although the 
Maths module generally supplies correct, 
answers after several incorrect attempts, 
the English module doesn't. This is parti- 
cularly irksome when combined with the 
multiple answer niggle mentioned above. 
One really bad fault Is the slow response 
to keyboard input making accidental 
typing of incorrect answers all too easy. 
Europress really must fix this, 
Overall 1 hough, AD! is a welcome addi- 
tion to the ever growing number of edu- 
cational packages for the ST. It's certain 
ly one ol" Lhc best Tve seen for children 
starUng secondary education, and with 
its modular approach promises even 
more for the future. Looks like Europress 
have done It again! 



ADI 

Europress Software 
£25.99 per module 

Reviewed by John S Davison 
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WITH YOUR ATARI 




PORTABLE 
MUSIC? 



John S Davison's 
regular guide to 

all the ways 
of making music 
on your favourite 
computer 



You spend days locked away in your home "stu- 
dio" (a<k,a r your bedroom) with your ST. se- 
quencer, and synthesiser per fee ting the song 
that's going to make you famous. It s a neat 
little number using just piano, bass, and drum 
sounds, plus an Incredibly sexy alto saxophone solo. You're 
really proud of It, so you save the sequencer file away on disk 
and rush round to your mates place to demonstrate It to him 
on his MIDI setup, He loads the file irilo his ST sequencer, 
sets it playing, and — nearly dies laughing a I the sounds he 
hears! 

The piano lias somehow transformed itself into a strange, 
swuiy. synthy sound. That pi led living bass pari sounds as if 
It s being played on a giant gong. The drums have dis- 
appeared altogether but their rhythms are being played at 
differ en i pitches on a bass clarinet. And your beautifully 
seductive saxophone defies description. Not only is the sound 
wrong, but it seems to be out of Lime, some of the notes are 
missing, and the do lira My applied pitch bend has been 
replaced by horrible octave-wide pitch swoops. The overall 
effect is total cacophony! 

The Lvuisf of all this grief is thai your friend has a different 
synthesiser hooked up to his Atari. The voice patch numbers 
in I his are allocated to totally different sounds compared to 
those in your synth. Also, the MIDI channel used to play the 
drum sounds is different, but even if it were the same you'd 



probably find the mapping of drum sounds to note numbers in 
the drum kit don"1 match. For instance, the note used to 
trigger a snare hil on your synth could trigger crash cymbal on 
his. The sax solo line seems out of time because the sound it 
was played on had a slow attack, and notes were missing 
because your friend s synth can only play eight notes simul- 
taneously , whereas yours can handle twelve. The pitch swoops 
resulted from a different default value for the pitch bend range 
- his synth was obviously much wider 1 I i.lt i y-iiurs. 
Aaaaagggh hh hhh! 

Fixing the problem can get very messy. You need to find the 
appropriate sounds on your friend's synth arid alter all the 
program change commands in your sequencer Tile to call them 
up. Changing the drum track could be even harder - you may 
need to transpose all the triggering notes in the sequencer file 
so they play the correct instruments. There's nothing much 
you can do about the difference in polyphony, unless you want 
to go through the file selectively deleting notes where more 
than eight get played together, It's all very tedious and time 
consuming. What's more, you'd be faced with the same prob- 
lem again each time you wanted to play back your song on ;i 
different type of synth. 

The problem is that the original MIDI specification didn't say 
anything about allocating specific sounds to given program 
change numbers. The manufaelurers all went their own ways, 
even to the extent of having different paich numbering for 
different models in their OWN ranges! This has been holding 
back the wider use of MIDI in general "consumer" applications* 
which require that a user can Just load a MIDI file and press 
the Flay button to hear I he music played correctly. The answer 
was to extend the original MIDI specification to fill this 
loophole. 



GM TO THE RESCUE! 



The MIDI Manufacturers Association have recently agreed 
such an extension, and have called it General MIDI (GM). It's 
Intended to be an additional mode o( operation on a synthesis- 
er, which can be turned on and off as required. With GM 
turned off the synth can operate in any way the manufacturer 
dictates, as now. With GM on it assumes a personality com- 
mon to all synths adhering to the GM standard. 

All GM synlhs are at least 24 note polyphonic, with the notes 
dynamically allocated to channels so you don't have to worry 
about reserving a fixed number of notes for each channel. Also, 
all 16 channels must be available for use, with any of the 
sounds usable on any of the channels - except channel 10. 
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This has been reserved for key mapped percussion, i.e. drum 
and other percussive sounds mapped across the note range of 
the synth. Further, the percussive sound allocated to each 
note has been standardised, eliminating the problem of getting 
the wrong drum sounds as mentioned above, 
Probably the most notable feature of GM is its standardisa- 
tion of sounds, of which there arc 128. The MIDI program 
change numbering has also been standardised, so that the 
same number always calls up the same sound, no matter what 
GM synLh you Ye using. They Ye always numbered from 1 to 
128 too - at present some synths use this while others use 0 to 
127 to access their sounds - yet another area for confusion. 
The sounds are grouped by instrument type, for instance 
keyboards, which includes pianos, harpsichord, etc. Other 
groups include tuned percussion, organs, guitars, strings, 
brass, woodwind, and reeds. 



LEADS, PADS, AND SFX 

There are also groups covering synth lead sounds for those 
scorching solos; synth pads for creating soft, dreamy, back- 
ground sound washes: and special effects for adding "atmos- 
phere 1 ' to your music. Ethnic instruments are covered too, 
including bagpipes, sitar, etc. Youll also find sound effects 
such as gunshots, and bird tweets, plus a few unexpected 
things like the screeches made by a guitarist s finders ;ss he 
moves them over the fretboard - for that final touch of realism. 

Even the slow attack problem discussed earlier has been 
addressed, as each of the sounds has to adhere to rules 
covering its sound envelope, as well as such parameters as 
timbre, pitch, volume, and velocity. Other areas have also been 
defined, such as default values for pitch bend and volume 

In the key mapped percussion area there's a 1 standard drum 
kiL and also the possibility of alternative kits, such as a jaza" 
kit, electronic" kit. to name but two. The mapping should be 
the same though - a given note producing the same type of 
sound whatever the kit, e.g. a snare, or kick drum, or whatev- 
er, so switching between the kits should still produce accept- 
able sounds. 

Overall then, the manufacturers seem to have done a pretty 
thorough job. But. 1 hear you say, if they all produce GM 
synths won t they all sound the same, so therell be nothing to 
choose between them? Inis won t happen, In fact, as GM 
doesn't actually specify HOW the sounds should be produced 
Each manufacturer uses his own sound generation methods, 
and each has its strengths and weaknesses. Although all GM 
synths produce the same general sounds there are likely to be 
significant differences in their subjective sound quality. Also, 
as 1 said earlier. GM is just an ADDITIONAL mode for synth 
operation, and the manufacturers are likely to Include lots of 
other bells and whistles (literally?) when operating in non GM 
mode. 



GM HERE NOW! 

But how standard is standard? Roland produced the very first 
GM synth, known as the 5C-55 Sound Canvas expander, but 
they announced it with something they called OS (General 
Synth) Standard, which Is a superset of GM! It still behaves 
like a GM instrument, hut has a total of 315 sounds, 9 drum 
kits, and a comprehensive set of sound effects built in. It can 
also emulate older Roland instruments such as the MT-32, 
CM-32L, and CM64 MIDI sound expanders. Other new Roland 
instruments supporting GS include the JV-30 keyboard synth, 
the JW-50 music workstation, the MT 200 combined se- 



quencer and sound expander, and the CM -300, CM -500, and 
SC-155 sound expanders, their Doss division has also just 
announced a super looking low cost (well, relatively) expander 
called the DS-330. This seems to be a cut down version of the 
Sound Canvas selling for about £379- Korg are also supporting 
GM with the announcement of their 03R/W sound expander, 
and Yamaha have joined the club by launching their TO- 100 
expander. So there's lots to choose from already, and no doubt 
therell be lots more to follow. 
Hopefully in the next issue HI be giving you a user report on a 
GM instrument, as I'm currently trying to get hold or some 
GM/GS kit to test on your behalf Join me then to see if it lives 
up to its promise. 



SNIPPETS 



„„ there s a new release of C Lab's Natator sequencer/ 
score editor expected soon. V315 will inc lude minor enhance- 
ments to V3.1 and the upgrade should be available to regis 
tered users for around £10. 

^..C-Lab urill also be launching a completely reworked ver- 
sion erf Not a tor lor the ST sometime next year. Called Notator 
Logic, it will be similar to the recently released Apple Macin- 
tosh program of the same name. Sound Technology, C-Lab "s 
UK disn-ibiuor. *ay the upgrade policy for existing Notator 
users hasn't been decided yet. 

Steinberg have released a new "entry lever version or 

their Cubase sequencer called Cubase Lite, this uses the same 
graphical user interface as the full priced package, but can 
handle only 12 tracks. At £99 ifs £300 cheaper than Cubase, 
so no doubt there are lots of other restrictions too! 

..„Ynmaha displayed a mass a/new MIDI gear at the 

British Music Fair at Olympia in July. )Ve already mentioned 
the TG- 100 GM sound expander, but there's also the TG- 500 
expander with a staggering 64 note polyphony- the SY-35 and 
SY 85 synth keyboards- the PSS-51 MIDI equipped home 
keyboard, the DD-12 MIDI drum box with pads you can play 
with drumsticks or your hands: and the I4Y- 10 drum machine. 
The PSS-51 replaces the PSS-795. Yamaha s low cost entry 
level synthesiser popular with ST users everywhere 

„..o* the British Music Fair is now a Trade Only show, a 

new public music show Is planned for 28-29 November 1992 at 
Wembley. If you're interested in music make sure you attend, 
as you ll be able Lo try out all the latest kit, 

....the Page 6 PD Library has just added four new music 
disks. These arc ST704 Mozart's Dice, STY 1 6 Cubase Arrange- 
ments: ST721 MIDI Songs Mixed Bag 5 and ST722 MIDI Songs 
Mixed Bag 6, Mozart's Dice looks particularly Intriguing, as it s 
an attempt to check out Mozart's theory that certain kinds of 
music can be composed by random selection of musical 
phrases. He would have used dice to select the phrases, but 
here the whole thing Is automated. The program randomly 
selects the phrases, writes the music onscreen (high- res moni- 
tor only) and plays the result to you via sound chip or MIDI! 
More details next time when I've had chance to investigate 
further 

finally, thanks to It, J. Potter of Upper Norwood, London 
for sending in the following tip for users of Steinberg's Pro -24 
sequencer. To successfully export a MIDI Standard File from 
Pro 24 make sure you correctly set the right and left locators 
to cover the WHOLE son** to be exported. The default values 
cover only the lirst sixteen bars, which can cause errors if your 
song is longer than this. 
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PRO J ECT 



A CABLE FOR 
TWO MONITORS 



This article involves building of a cable to connect a 
Philips TV/ Monitor via SCART to the Atari ST monitor 
port with a break in the middle to allow you to discon- 
nect the ST from the Philips JV/Momror and curium your 
SM125 monochrome monitor. By utilising breaks in the leads, 
you donl have to keep taking out Lhe lead at the back of the 
computer when you want to swap between your colour arid 
monochrome monitors, thus saving wear and tear, The total 
cost of the parts comes to about £8.50 (this will vary according 
to where you shop of course), and a parts list is included. Note 
I hat you should not disconnect the lead while the computer is 



Figure 1 - The cable from the ST 
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Make the cable length for this piece about half a metre long - so 
you don't have to reach very far to change over the cables. 



Figure 2 - The cable to the Philips Monitor 
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Steve Attwood shows 
how to connect a SCART 
monitor and the SMI 25 
to an ST 



still switched on as this will probably cause a reset and 
possible damage to the ST, 

This lead /wiring diagram wil! be useful for people who 
already have a SCART lead and a mono monitor and don t 
want the expense of a monitor switch box, when you can 
achieve the same result for the cost of a few 9-pln connectors 
and covers. 

The connector on the SM monitor needs to be removed 
and replaced as in figure A. [ fie pin numbers are read from the 
outside of the cable connector, looking in. If in doubt, the 
connectors should be physically numbered themselves - use 
those numbers in reference to lhe pin numbers in the diagram. 
Before you chop the SM125 monitor cable In halt take the 
cover off the 1 3 -pin connector and make a note of the wire 
colours, according to which pin Lhey go to ■ so you don't lose 
track when wiring up (he new connector. (I don't doubt your 
technical expertise, but these are useful little pointers for 
someone who hasn't gained much experience in making 
cables). 

These cables have been tested on a 1 Meg Atari 520STFM and 
Lhe Philips TV /Monitor Model 2540 (the 17" model) as well as 
the 15" and 21" models. The SM125 Mono monitor was also 
tested. 



Figure 3 » connections on the SM125 Monitor Cable 
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PARTS LIST 



Item 



Part No. 



13 Pin DIN Connector JW95 
SCART Connector FJ41 
9-Pin T»" Socket RK61 

2 x 9-Pin TV Plugs 2761537 
9-Way Multicore XR27 

3 x 9-Way Covers 
(I used some spare covers from a scrap box) 



Price 

£1.45 
£1.20 
£0.60 
£0.99 

£0.72-per Meir© 
EO.aO appro*, 



Maplifl 
Maplin 
Map I in 

Tandy .'Maplin 



5 x 330 Ohm 1/4 wait Carbon Film Resistors, 1 X 4JK Ohm 
1/4 wait Carbon Film Resistor. (1/Sih of a watt, metal film 
resistors are better but the above will suffice) 
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CARD GAMES 




RIPS BRIDGE 



^^^k ridge is a simple card 
fr^fc game. Von deal out all 
i^mP the cards and then Lake 
it in turns lo play Lhem lace up. 
Whenever twu ol the* same card 
appear the lirsl person, to shout 
"BridgeF" gets all the cards on 
the table... or Is that a different 
game? 

No. \ remember... Bridge is that 
complicated one (.hat comes in 
two parts: first the bit where you 
argue aboul which suit should 
be trumps and how many tricks 
one side is going to try and win - 
this is known as the 'bidding 4 ; 
then the play 1 where you play 
whist with one of the hands face-up - 
whoever won the argument gets to play 
his partner's cards as well as his own so 
that he has more chance of winning, 

Hidding the right 'contract" [i.e. how 
many tricks and which suit for trumps) 
is crucial to the game so many conven- 
tions have grown up to allow you and 
your partner to give each other as much 
information as possible within the very 
limited range of things you are a lit) wed Lo 
say during the bidding. One of Lhe stan- 
dard systems used by many people in 
this country is called Aeol. 

If any regular reader has a sense of deja 
vu reading the preceding paragraphs it is 
simply because I used them in issue 52! 
Those of you who read Issues 5) and 52 
may remember that I wasn't too impress- 
ed by the two Alari bridge games, but 
that Oxford Softwork's Backgammon , Go 
and Chess were all excellent. Thin Lime 
we are looking at Oxford Softwork's 
Bridge, and as you might expect it Is 
pretty good - certainly a lot better than 
the Atari ones. 

Although Omar Sharif s Hridge (whals 
Omar Sharif s got to do with if anyway?) 
has many fine features, its biggest fault 
is exactly the same as the Atari versions: 
the documentation for the bidding con- 
ventions is completely Inadequate! (They 
obviously didn't, read niy review and 




I Title: 


OMAR SHARIF'S BRIDGE 


1 Publisher: 


Oxford Softworks 


1 Price: 


£24.95 


1 Reviews'; 


John Sweeney 



learn liroiii it! Does anyone read my re 
views? Its a lonely life being a reviewer - 
you sweat for hours over a hot keyboard 
producing these labours of love; months 
later they finally see print and then... 
NOTHING* I've reviewed over 130 Raines 
in these pages, but had no more than 
hall a dozen letters, sob h sob! Where was 
f? Oh, yes. bidding documentation!] 

The manual recommends that you get 
yourself a standard book on Acol and use 
that. But unfortunately Acol has many 
variations - for a si art are they using a 
Weak One No Trump or a Strong one? 
The game seems to deviate quite a lot 
from the Acol I know so what you really 
need is detailed documentation about 
what exactly their bids mean. The two 
pages in the manual are nowhere near 
enough, either for the beginner who will 
get confused by the variations between 
the game and whatever book they al- 
iasing, or for the experienced player who 
wants to know what the computer's bids 
mean so thai he can confidently make 
more complex bids. (The American Five 
Card Majors convention is also suppor- 
ted, but I have never met anyone in Hi is 
country who uses it!) 

Anyway, apart from the odd deviations, 
most of the bidding is pretty good arid 
the computer will give you a hint If you 
are stuck, so beginners can get straight 
into playing the game. 

The actual implementation is generally 
excellent - all the information you need is 
on the screen or can be accessed easily 
from a pull down menu wUh Lhe right 
button, and all the bidding and play is 
controlled very- simply with point and 
click on the left button. Lois of options 
allow you to peek at other people's cards, 
replay any oi the cards If you make a 



mistake or want to try some- 
thing different change the 
screen colours, play one of the 
other hands, etc. 
You can also change the speed 
of play - slowing it down makes 
it Ihink a iHtle harder. It still 
plays at an acceptable speed, 
but gives the experienced play- 
ed more of a challenge - though 
it can still make stupid mis- 
Lakest The art of computer 
bridge has not yet reached the 
dizzy heights of computer 
chess, so don't expect perfec- 
tion! 

Kor beginners there are lots of 
nice features - details of Lhe rules of 
bridge, Notice Mode which explains your 
mistakes, some Tutorial Hands which 
force a certain sequence of play with 
[partial) explanations, brief notes on 
playing techniques, an explanation of! he- 
score after each hand, and hinls during 
bidding ?md play. There aren't really 
enough tutorial hands ibr a complete be- 
ginner - so you may still need to get a 
book on the subject as well, but the other 
features certainly make it worthwhile, 
For the serious, experienced player it 
probably doesn't play quite a good 
enough game and wilh lhe lack of 
documentation on the bidding it may be 
a bit frustrating. But for the average 
player ■ the "perpetual beginner"! - who is 
not too worried if the bidding Is no better 
than his own, Omar Sharif s bridge looks 
like a pretty good buy. 
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WORLD 




ust as my joyst ick had recovered 
I from testing oui the last hatch of 

PD games, fiere we are again at 
the time of year wiien PD World is dedi- 
cated to [he very subject! There have been 
dozens of new entertainment disks since 
my last report and the only problem I've 
had is deciding which titles to review and 
which ones to leaiie out. In the end I had 
to shuffle the disks and pick out a ran.' 
dom (well, almost) selection, so bear in 
mind there are plenty more goodies where 
these came from! 



NO BOARD 
NEEDED! 

First a selection of puzzles primarily for 
board game enthusiasts BOARD 
GAME FUN contains five programs in- 
cluding the classic and highly playable 
Monopoly* revised from an earlier ver- 
sion and now TT compatible. The 
graphics are as bold and colourful as 
ever. Fighting Sail is said to re-create 
the ship-to ship combat or the Napole- 
onic period and is actually based on an 
Avalon Hill release called 'Wooden Ships 
and Iron Men". You can take command of 
1hc USS Constitution during the war of 
1812 or engage in single historical con- 
frontations. Play Involves steering your 
ship around the screen and lining up to 
fire broadsides at the enemy, while moni- 
toring various bits of useful information. 

On a less violent note, MUborne (see 
picture) simulates a French card game in 
whieh players take turns to draw cards 
in an effort to amass more than a 
thousand 'miles'. Distance cards will 
move you towards this goal but hazard 
Lards can be played by either player to 
slow the other down. For each hazard 
card there is a corresponding remedy 
card to get out of trouble and skill Is 
required in deciding which cards to keep, 
play or discard. Quite intriguing, this 
one, Jeopardy is described as the ulti- 
mate game of its nature and for those of 
you who don't know what this is, it's 
basically a trivia quiz for several players. 
The compel itors choose a unique key 
press 1o 'rinfj; m if [buy think they know 
the answer to a question. The program 
decides if the answer typed in is correct, 
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though you can use the dispute facility to 
override its assessment! To round off the 
disk there's a simple Tetrts variant called 
Beyond Blocks const rue ted from three 
segments fall from above and you must 
toggle the position of the different parts 
to match up similar patterns. It's a demo 
version and play is limited to the easiest 
level. 



BLAST! 



As usual there's no shortage of new 
material for shool. 'cm up fanatics. Old 
hands in the 8-bit world will vividly re- 
member Jell Winter's epic Attack of the 
Mutant Camels and its follow-ups thai 
were noL released for the Atari machines. 
Mastertronic made an at tempi to re -cre- 
ate the latter without Jeffs approval but 
lln his words) they 'relentlessly eradi- 
cated every ounce of play ability 1 . Con- 
tinuing his successful excursion Into 
shareware marketing* Jeff has now re 
leased the genuine REVENGE OF 
THE MUTANT CAMELS for the ST. 
As you'd expect (if not, check out Llamat- 
ronf) the game plot is pretty weird but 
you can be sure there's a lot of blasting 
involved! You take the role of a rather 
threadbare -looking camel who is option 
ally accompanied by a large shaggy goat- 
iypc creature called an Anclpltal. Your 
mission is to stay alive as you travel 
through 42 screens that are populated by 



rampant telephone kiosks, skiing kan- 
garoosn Greenham Common 'Peace' 
Women, manic Mlnters, flying sheep and 
all the usual nonsense! Needless to say 
the graphics and sound effects (lots of 
digitised noises} are brilliant. 

Etack to the traditional stuff and 
SPACED OUT is a straightforward 
conversion of Galaxiai is by Paul Lay and 
Harvey Kong Tin. whose names will be 
quite lainillar to regular Page 6 readers. 
Your joystick manoeuvres a space ship at 
the base of the screen and your intention 
Is to zap the neally ordered lines of aliens 
as they edfie towards you. There are nine 
levels of action and the graphics are well 
designed but the most notable feature is 
an atmospheric start-up sequence con- 
taining excellent digitised speech . 

Still on the shoot fc em up theme, 
CYBERSTORM from Budfiie License- 
ware is a "must have' for anyone who's 
mad about Defender or Dropzonc. Your 
|ob is to fly around the play field, which 
scrolls as you move, arid zap all the 
aliens in sight - but it's not that easy 
because the nasties are Increasingly de- 
vious. You must use the radar scanner to 
check the location of enemy craft and try- 
to destroy them quickly - if you take too 
long a mot her ship arrives and homes in 
on your position! You're supplied with a 
shielding cloak to make your ship Invin- 
cible for a limited period and you are 
advised lo use itl You're equipped wilh 
several smart bombs which destroy ev- 
erything In view and bonus abilities can 
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be obtained if you find aii elusive silver 
ball. As you progress through the levels 
your weaponry is suitably upgraded and 
there are extra lives and bombs on offer 
when you gain sufficient points. Follow- 
ing the initial 'beginners' leveJs a new 
factor is introduced - you have to rescue 
men by flying over them and transporting 
Lhem to a keep\ If you don't recover the 
men the aliens drop tanks to wipe them 
out. It all gets more and more Irenetic 
but if you can. try to pause for a while 
and lake in some of the superb graphical 
effects. The music and sound live up to 
the high standard set by the program as 
a whole. 

CLASSIC 
VARIATIONS 

Faeinan is a elastic game in anyone's 
book and HACMAN n Is (he latest 
freeware version featuring a hundred 
new levels of action. There's no need for 
me to mention, of course, (hat you con- 
trol the Pacman who has to gobble all the 
dots on the screen and avoid the pur- 
suing nasties (oh well. Loo laLef). The 
graphics are alt professionally done with 
lots of colour and a wide variety of mazes 
over the difTerent stages. The original 
Hacman was criticised for its Jack of 
sound so the author has now included 
digitised sound ellects throughout (a tad 
more variety wouldn't go amiss though!). 
The game includes secret warps, extra 
ghosts and a surprise or two for the real- 
ly devoted - you'll have to play it to find 
out the details! If you haven't seen Pac- 
man before you'd better get this game 
immediately t and if you have you'll prob- 
ably want it even sooner! 



ADVENTURING 

Adventures have yet to be fully dis- 
cussed in PD World but there's room 
here to mention PRIME TIME Lhe 
lak'bt split graph ics /text adventure pro- 
duced using the STAC system. It seems 
you are Dan Yell Flint , an explorer and 
collector of peculiar artifacts. On return 
from holiday your Grandmol her calls to 
see you with a gift - a mirror, which you 
subsequently hang In the drawing room 
of your home. Strangely, something 
seems to entice you to move towards the 
mirror and run your lingers over the in 
scripuon... There's a flash and suddenly 
you realise you have become the image in 
the mirror, you are trapped and no-one 
ran hear your screams. To the east you 
can see the drawing room and to the west 
is a long tunnel. A bundle lies on the 
floor - what do you want to do? With copy 
deadlines pending (or passed!) 1 didn't 



have a chance to complete the adventure 
but I would conclude that it's a typical 
puzzle with most of the usual commands 
some reasonable graphics and a seem- 
ingly well constructed plot. 
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SIM PIG? 



And now something com- 
pletely dilTercnl - a simula- 
tion with a difference! 
These clays there seem to 
be simulations of every- 
thing from planes and 
cities to cars and the world 
- you may be wondering 
what will rnme along next 
Well, how about SIM 
PIGEf This game from Anl- 
malSolt in Holland is sub- 
titled The advanced real- 
time strategic pig simula- 
tion' and indeed that's exactly what it is! 
Your aim in life is to become an ace 
pig- keeper but it's not as easy as you 
might think. You begin with a fixed 
amount of cash and a few pigs. You can 
buy more piglets but you first need the 
land to accommodate them, and then en- 
sure they have plenty of food. Sometimes 
the pigs fall ill and you have to call in the 
Doctor, When the pigs are old enough 
you can sell them at market to raise 
more cash but the neighbouring farmer 
has similar plai ts to you and if you 
choose the wrong time to sell you could 
be heading for hankruptuy. The game Is 
played in 'rounds' of one monLh each 
between two preset dates 




Pictures - HACMAN II (above) is a 
variant of the classic PACMAN with a 
vengeance! Loads of new features- 
while simulation fans can enjoy a 
whole new experience in the highly 
entertaining SIM PIG (below) 

and you can choose when to continue 
with the next cycle. Naturally there are 
one or two unexpected problems in 
store... Stm Pig is a humorous, well de- 
signed and eminently playable simula- 
tion. YouVe really got to play it to believe 
It's true! 



NEXT 
YEAR! 

That's all for now bul re- 
member there'll be more PD 
games reviews in twelve 
months time! In the mean- 
time, check the ST Library 
updates for Info on all the 
latest disks. In next Issue's 
PD World ril be taking a look 
at educational software so if 
you have any comments or 
recommendations. I'd be very 
pleased to hear them, <DFN> 



TO GET THE 



The disks featured in PD World can be obtained from the PAGE 6 ST library. Whan referring to a 
specific disk, pleasa use the unique reference code for identification, A printed catalogue 
describing aii the library disks in detail is available from PAGE 0 at a cost of£f.9$ t refundable 
against the first few disks ordered. Wis includes a copy of THE PAGE 6 CATALOG DISK, which 
is otherwise priced at £1. The disks featured this issue are: 



STm HACMAN tt 
STB51 SPACED OUT 

&T6Q5 REVENGE OF THE MUTANT CAMELS 
5T61t CYBERSTORM 



srss&smpfG 

ST875 PRIME TIME 
ST6S4 BQAXDGAME FUN 



Prices for standard dfisks am £2 95 each or £2.50 each tor five or more 
but prices are lower for members of the PAGE 6 ST Club 
Write to PAGE G 3 P.O. Box 54, Stafford, STfG fDR 
Teiephone 07S5 or FAX 0785 5435$ with credit card orders 
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ST GAMES ... ST GAMES ... ST GAMES... 



INTERNATIONAL 
3D TENNIS 



This is a budget rehash 
of a popular piece of 
software seen a couple 
□f years ago. The game is still 
a y;ood recreation of the sport. 
The Opening and loading 
screens cornc complete with a 
good rendition of the BBC's 
Tennis music for Wimbledon 

and this sets the scene for a 
strong sound based porLion to 
l he game, Graphically the 
game 1s idiosyncratic with im- 
pressionistic tennis players In 
a strange two mid -a- half 
dimensional display. The fi- 
gures are basically animated 
polygons but these figures do 
manage to move and ael like 
humans and possibly [heir 
strange shapes helps the 
fluidity of the movement. 
The game plays very well with 
various opening options avail- 
able* these range from the 
level of play for the player and 
the level of opponent skill to 
game type and subsequently 



to court type and 
winnings level in 
tournament mode. 
My recommenda- 
tion to new players 
would be to try the 
playing style out in the amatc 
ur level and find a camera 
angle suitable to your playing 
style. 1 found the side on view 
hard to ronirol but the head 
on view gave a far more com- 
fortable control system. Once 
the actual playing lo hit Ihe 
ball system is understood it 
seemed most comfortable to 
me to go straight to pro- mode 
and play the tournament. As 
in most sport slms the top 
level gives the best simulation 
and offers the best challenge. 
This top level offers ball spin 
court placement and special- 
ised serving in fact everything 
found in the actual sport. The 
game even provides well sam- 
pled speech to call the 
umpire's commands and 





FACTS 



Title: 

Publisher; 

Price: 

Reviewer: 



INTERNATIONAL 
3D TENNIS 
Gremlin /GO H 

Damon. Howarth 



scores. A lilt le sad he only 
calls the players by the colour 
of their strip ("Advantage 
Black", "Game White" J but the 
problems wiLh character and 
speech recognition make this 
the safe option. 
Once the player becomes 
used to the strange graphic 
representations the game be- 
comes a pleasure to play and 
from there becomes quite 
addictive. Of the Tennis games 
I have seen this certainly con- 
tains all the elements I look 
for and offers a good level of 
competition. The Lwo player 
option is also attractive using 
two Joy sticks < my only reserva- 
tion being that camera angles 
need choosing with care to en- 
sure fairness to both.- 



SIGHT * SOUND 



idiosyncratic but usob/e 
gtaphics, sound implementa- 
tion very strong 



GAMEPLA Y 



Highly enjoyable and easy to 
use 



VERDICT 



The uest tennis i have played 
on the ST r I believe o version 
two is out far other machines 
though 




FACTS 



Title- 

Publisher: 

Price: 

Reviewer: 



FEDERATION QUEST 1 
6.S.S. JANE SEYMOUR 
Gremlin/GBH 
£9.99 

Damon Howarth 




FEDERATION QUEST 1 • 
B.S.S. JANE SEYMOUR 



SIGHT & SOUND 



Very strong and most apt fx 



GAMEPLAY 



Goad although a little marHfr 
tuiiive- 



VERDICT 



Almost Dungeon Master in 
space, I hope there Is a nurn' 
ber 2 soon 



This is effectively an 
adventure game in the 
style of Dungeon Mas- 
ter but before the reader be 
comes too excited it is perhaps 
a slight exaggeration Lo com- 
pete this to the fabled ances- 
tor although all will become 
clear, The setting is aboard a 
lost and floating space fleet 
and the eventual aim is to 
mend the Mother Ship Jane 
Seymour. This ran only be 
accomplished by proceeding in 
order through the numerous 
daughter ships and obtaining 
passes up the line to eventual- 
ly enter the last ship. There 
are several unpleasant critters 
around awaiting to damage 
your health and use vou Lo 
supplement their diet. There 



are also computer 
terminals to be 
tapped and prob- 
lems Lo be solved. 
Most importantly 
there are robots to be acti- 
vated to help you. 
The control Interface is com- 
plex but the detailed instruc- 
tions sort out all the functions 
after a long and careful read. 
Once the lwo disks have been 
read and a quite impressive 
sound and graphic sequence 
has been initiated a 'spoL the 
alien In the handbook' protec- 
tion appears before the game 
starts. The initial screen gives 
the personal view as seen in 
Dungeon Master and the like 
and contatns a quite full and 
complex control panel, This Is 
my main grumble, the panel 
lacks the inluilive user friend- 
liness lhal Dungeon Masler 
had and without the manual 
to £guide you lor the first eou 



pie of hours it is possible Lo 
geL into serious difficulties 
both moving and manipulat- 
ing objects. I found great diffi- 
culty picking things tip for in- 
stance. Once the interface Is 
mastered howe^ ^ er the game 
blossoms into a slrong graphic 
adventure. 

It is a pity that role is not 
ehoosablc, Lhe player is stuck 
as a ri^hi handed male, hul 
this does not detract greaLly 
since you can imagine the 
character as whatever you 
wish. 'L1ie .game has room for a 
great deal of exploration and a 
variety of actions although It 
is fairly linear tn design. I 
know from my own crea- 
tions thai, space games are far 
harder to keep interesting 
than standard fantasy and as 
such this game does break 
new ground with sot tie origin- 
ality and is a worthy addition 
to any collection. 
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Erik is a Viking of abso- 
lutely no relationship 
to the Monty Python 
type. While his comrades are 
off pillaging and arson ing he 
stays at home building com- 
puterised robots, scuba diving 
and other Jolly pursuits, The 
game centres around his prob- 
lems following the rc-appear 
Lin ft- of the mischievous (evil?) 
god Loki who feels the lifestyle 
is damaging to his image. 
So lo it came to pass that 
Erik's peaceful lands were tur- 
ned into a dangerous platform 
game that would set the 
peaceable Norseman on a 
death defying quest. J^kl was 
obviously employed by Atlan- 
tis since this quest became a 
rather challenging budget 
game, The four worlds 
through which Erik leaps each 
contain seven levels and of 
course each have their own 
end of level guardian to make 
life difficult in transitional 



stages. The plot is 
not original but is 
well executed. Erik 
is a fair sized 
dumpy sprite in 
the eartoony style 
beloved of the better platform 
romp. On his travels he may 
find cash, death, jewels, death 
extra weapons and shields, 
death, and shops. With luck 
there may even be the odd 
hidden level and some death. 
It is a very easy game to die in 
since, until extra shielding 
can be found, it only takes one 
direct hit to send Erik back to 
his starting blocks. On the 
plus side his reincarnations 
keep most of the goodies 
found previously, he just loses 
the special weapons, 
In many ways this game goes 
back to trie Manic Miner and 
Jet Set Willy days of platibrm- 
ing and the multi-coloured 
smooth scrolling environment 
complements this well. The 



r- "i 



s^c?* *£1EF fefTr rtr & 



control mode Is good with the 
joystick giving precise instruc- 
tions to the sprite and there Is 
a reasonable sound track and 
fx in the game but none of the 
Homb the Bass urgency found 
in Hit map creations. 

1 found the game hard to dis- 
like although I felt that the 
somewhat tricky sunt was dis- 
couraging, especially since the 
game appeal's to be aimed at 
younger players. Perhaps my 
mind misses some nuances of 
play but I felt the game was 
pitched just a little too hard, 

I did enjoy the colour and 
gameplay and found It chal- 
lenging enough to go back to 
on regular occasions. There 
arc certainly many worse plat- 
lorm games about. 



Title: 


ERIK 


Publisher: 


Atlantis 


Price: 


£7.99 


Reviewer: 


Damon Ho worth 





SIGHT & SOUND 



Adequate noises and music, 
good cutesy sprites which scroll 
smoothly 



GAMEPLAY 



Smooth and steady, great fun 
and easy to control 



VERDICT 



A pleasant game that is worth 
a look - perhaps a bit hard at 
first 




FACTS 



Title: NARCO POLICE 

Publisher. Gremlin/G.B.H 

Price: £7.99 

Reviewer: Damon Ho worth 



NARCO POLICE 



SIGHT a SOUND 



Excellent sound and effects, 
large strong sprites and smooth 
controls 



GAMEPLAY 



Overly complex, seemingly for 
the sake of if 



VERDICT 



Almost a good game - the 
homework is there but the finish 
isn't - try tt wiih reservations 



be year is 2003 Af > the 
I scenario one of dark 
^™ Mlade Runner society 
tensions. This means that one 
in five of the world's popula- 
tion are abusing narcotics and 
that world governments wish 
to clamp down on the illegal 
drug running. In order to cor- 
rect this imbalance the two 
best police persons from each 
country in the world have 
been banded together to for an 
elite band of drug busters. 
This group have now located a 
Narco Processing Centre 1 and 
no*, surprisingly the Narco 
Poliee have to go and elose il 
down in Schwarzenegger explo- 
sive style. 

The game comes with a 
meagre leaflet of Instructions 



and It Is necessary 
to actually start 
the game to dis- 
cover that the rear 
view of a cop Is 
con I rolled by the joystick and 
some real fiddling to work out 
Lhc various shooting options, 
There is a long Ust of menu 
commands to be entered from 
the keyboard ranging I ram one 
to three letter codes which 
need inputting during fairly 
frantic shoot em up scenes. 
The effect is rather like the 
original Aliens film with orders 
from remote control camera 
officers arriving just too late. 
The game interface is strong 
allowing many variations of 
tactical set up or a deQiull 
mode. The weapons choices 
arc logical and if taken to a 
logical conclusion make lor in 
teres ting strategical choice. 
Sadly the leaflet neglects the 
nut and boll commands tor 



selection /deselection of 
weapons and it is left to the 
player to assume that a mouse 
button does what is expected. 

There were times when this 
almost felt like a Beta test ver- 
sion of the game with some 
command modules still to be 
enacted on the programming. 
There is little in the way of 
feedback from the program to 
tell the user which options are 
In force and this can lead to a 
great deal confusion tn the 
garni'. The use of the various 
keys Is also most ill defined 
leaving much to imagination 
and experiment. Unlike the 
adventure game experimenta- 
tion whereby one can save and 
try commands wrong com- 
mands here send you back to 
the beginning in a most un- 
sal is] aetory m n n n c r . 

I was not too impressed with 
this one H nice idea shame 
about the implementation. 
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Welcome to another sizzling 
STOS column? This Issue, not 
only are there twn nifty listings 
for you to type in but there is also a great 
offer Lo be taken advantage oft The Lwo 
programs featured in this issue arc 
WORDSEARCH a wordsearch garner and 
DOCVIEW, a document viewer [as you 
can see. I spent ages working out tides 
for these programs!). More about the two 
programs in a moment, but first - the 
offeii 



LISTINGS DISK 

Are you the sort of person who hates 
typing in long listings? If so, you now 
have the chance to relieve your aching 
fingers. For Just £2,95 you can obtain a 
disk containing the past 6 issues STOS 
column listings (including this issues). 
These include handy utilities like COM- 
PILER CONFIGURER and JOINER and 
enjoyable games such as DICE and 
ENEMY FLEET. All in all you will get 9 
programs, which works out at a cost of 
around 33 pence eachl To get your mitts 
on this wonderful disk Just send a che- 



Dion Guy 
presents two 
new type-in 
listings and 
offers a ready 
to run disk 



que/postal order for £2.95 (made payable 
to D, GUY) to the usual address (found at 
the end of this column) and shortly after- 
wards a suspiciously disk -shaped jiffy 
hag will he stuffed through your letter 



WORDSEARCH 

Now onto the listings, First up is a pret- 
l.y nifty wordsearch game (even if I do say 
so myself)- After lyping it in and running 
k you will be lace to face with the main 
screen. At the Lop of the screen are two 
options, "ENTER WORDS" and "PLAY 
WORDSEARCH". Firstly, use the mouse 
to click on "ENTER WORDS". The screen 
will now change to show the numbers 1 
to 20 going down the screen and the 
word "TITLE" at the top of the screen. 
You ean now type in up to 20 words 
(max. 10 letters each) that you wan I to he 
put in your wordseareh H and you can 
also give your wordsearch a title (up to 
20 letters lon^). Alter you have typed 
each word press RETURN to go onto the 
next one. You can use the BACKSPACE 
key if you make a mistake and you can 
also use the LT/JK )WN cursor keys to 
move up and down the list of words. 
Once you have finished either press KE 
TURN while on the 20fh word or press 
the ESCAPE key (you ean press ESCAPE 
at any time). If you want Lo clear all the 
words to start again press the CLR/ 
HOME key. After you have typed in the 
words and you are back on the main 
screen click on PLAY WORDSEARCH H to 
start playing, The computer will take a 
few moments to create the wordsearch in 
memory and then you will see the word- 
search appear in the left- hand side win- 
dow and the list of words to find in the 
right-hand side window. Once you think 
yuu have found a word,, use the mouse to 
click on it s first letter (e.g. - If the word 
was COMPUTER", you would click on 
the "C"] and then use the keypad keys to 
highlight the rest of the word. In this 



game the keypad keys act as direction 
keys, with 9 being North-east, 1 being 
South-west. 6 being East, etc. etc. Alter 
you have clicked on the first letter of a 
word press the appropriate keypad key to 
go in the direction thai the word is going. 
Keep pressing the key until the whole 
word is highlighted. Then, press the 
ENTER key and, if the word is correct. 
I he computer will remove the word from 
the LiSE and you ran go on \.o lb id the 
next word. Once you have found all the 
words, the computer will display how 
long it. took you. You can then create 
another wordsearch and Iry 1o better 
your time! 



DOCVIEW 

The second program this issue Is a very 
handy document viewer. Normally you 
can't view documents from within STOS 
hul with this program you can load a 
whole document into memory and scroll 
up and down it wiLh case. Upon running, 
simply use the standard STOS lilcsclec- 
tor to choose a document file to view and, 
after the document has loaded, use the 
UP/DOWN arrow keys to scroll through 
it 



UNTIL NEXT 
TIME 

And so, we reach the end of another 
STOS column. Remember, If you have 
any STOS related stuff to contribute to 
the column just send it to the following 
address. Bye! 

Dion Guy 
11 Shore Crescent 
Bishops Waltham 
Hants 

SQ3 1DZ 
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w 

0 
R 
D 

S 
E 
A 
R 
C 
H 



10 rem SCREEN 4 VARIABLE SETUP 

20 dim GRIDt Efcti. 20) H UD*( 20) , COUNT ( 23 > 

30 nod? 1 1 : key off 

iO **t zone 1.0,0 to 31^3, lO • set zone 2,320,0 to 639,10 
SO yindopcn 2,^,2, 16 + 22, 1 i scroll off - w*ndopen 1 , O, 2 , 63> 22 . 2 



60 ay Lndnu 0 i CLirs Off 
print "PLAY WOROS-E: ARC H " 
^iiuu on 

70 repeat : Z=zonefQ) i Tl^mou^e ke^ 

fid if 2*1, arvd rt= 1 then riide on % goto 930 

<>0 until Z=2 arid M=J i hido on 

100 YES-D z c=l to 20 : i f UD* f.C ) O " u 

110 next C 

120 if YES=0 then hide on : ink 0 : ban □ 
NO WORDS PRESENT!" z uaU 1 no r ink'o 
V30 ink 0 : bar CJ,0 to 639,9 ; Ink 1 
"PLEASE WAIT" 

14u i-rtn PUT U0RDS IN WORDSEARCH 

iso for b=1. to 20 

lfrO if UD*CB)="" then goto 400 

170 D«rnd( 

t»0 if D-l then X*2 : 

19Q if D=2 then X*2 : 

2DO if P=3 then X~0 l 

2 in if D=i then X=-2" 



locnte 14 f O : print " ^NTEi* WORDS 



IOt. u L e S3 p 0 




ink 1 : bar 32? H □ to 32&\ IO draw Q s lD tp £.39.1,0 



then YES-1 



_P to £39,* : home 
bar D,Q tp 639,9 ? soto 6D 
qwlndow 0 r curs off : home 



centre 'THF.RF ARE 



centre 



220 if D=5 th?n X=-2 
23d if D=6 then X=-2 



Y=i 
Y~I 

Y*i 

Y»0 

Y*-I 
Y = -l 



r 

F 

i 

i 
I 

e 



t if X3*="Q" or X3** H 2 - or X3*= " 4" or 



curs oft 



Tor A=% to 20 



then locate l.A-1 



if WDStA)<>" 
: Print string*C * . 121 



t. h*^n l n c at e 1 , A - 1 



240 if D«7 then X=0 
250 if D^B then,X=2 : Y = - 1 
2bO X2arnd(SS) + t ; Y2=rnd( 19] +1 
27TJ X2*=str*<X2) ! X3t=rlahtt tX2*, 1) 
X31="6~ or X3**"S H then auto 260 

2SD if K2+< lent WD^e)) p 2) 5 6D. ana X = 2 then goto 2fcO 
2-*a if XS-Clenf WD* (B^^SXiO and X = -2. then goto 2tO 
300 if Y2-lenCWDtf») )<0 and Y*-l then so to 260 
310 If V2*len[UDitB.) ) >2Q and *«1 then goto 260 
320 X3=X2 : Y3«Y* s for A=l to len(WDI(B]J 
330 X2=X2+X : Y2-Y2+Y 

340 if GRIDtf X2. Y2X > then aoto 260 
3SO neict A 

3*0 for A = l to len(UD*(B>) 
370 X3-X3+X i Y3=Y3+Y 
M0 SRID*(X3 l V33=HHdtCWD$(S) 1 A T i] 
390 next A 

4oo iwKt e 

4lO rem DISPLAY WOPD'5 IO FIND 
4 20 qyindou 2 
print UCUtflj 
430 if Uf>lt. A] = 
4£-0 next A 

if CHK = 20 then hid* un : qwindow O z home : centre "Vou have ccwnpleted th* 
LKifda^flrchi | It took YOM"+*tr*Ctimer/M) + H iecgnds. Press a key. " s clear key - 
we*i t keif ; clear goto 2;P 

46D If YE $2=1 then YES2blQ ; qgindow 1 : gioto S3Q 
4?Q rem FTL.L IN REST OF WORDSEARCK 
460 for A*l to 6Q *teo 2 z for E=i to 20 
490 if GRIDS C A , B) = " " then X*rnd( 25) +97 : 
50O nent B : rent A 
510 rem DISPLAY UORD3EARC-H 
520 window 1 : cur* off : for fi^ 1 to ?□ 
prirvt C A* B) : ne^ t A : next S 

53U ink 0 : bar O.d to 639,9 ; ink 1 : bar li.3,0 to 164 P 10 
print 1% : qwindow 1 : If YES2=1 then goto 570 
b40 littlt mouse 16,24 to Afl7 t lfl3 : k mouseH240 
550 if TS=D then tiTner-Q : TS«=1 
560 rem MAIN LOOP 

570 repeat : K=U fnouse/8 )-l : Y-(y r*ou*e/S)-3 
iorn(X B V)<>32 and point CX*fl+fl\ Y * &*25 ) =□ = SX = X 
560 Wt=ohrl Cfccrnt K, Y) 1 : inverse on s locat* X. 



GRIDtCA.a^ohrtLxl 

r for A.-1 to 6CJ step a E locate A > B - 1 

quindAu O 



horn* 



y moLJnnr=100 



shou ori 



li - -; mouse key 
SY^Y : SC£=0 
: print Ut 



until linl > 
; LC=0 
inverse off 



ind 



window 0 : locate 22 T n : print "Word : 
S9H Ten MISHLItHT WORD 
bOQ repeat : Ktainkeyl ■ SC=frcnncode 
tlO Lint(.l 50102 and SC<112 or 5C-=114 

If SC=114 then goto 7BD 
b30 if 5C2 0CJ otkJ SC-SC2 the+i goto 74D 
C>4d iT 5C2 0Q then goto 6-00 
650 if StiulOJ then J=-2 ; i 
660 if SC^104 then J=Q • K=-l 
670 if SC=105 then J=2 : K=-l 
660 if SC = 106 then : K=rj 

690 if 5C=10o then J*2 : K—U 
7DO if SC=1Q9 then J--2 : K=i 
710 If 3C=110 then J=0 : K-l 
?TO it SC=11I then 3w2 ; k-l 
730 SC2*SC 

740 if X»i and JCQ or X-59 ar>d 3iD or Y=q artd K < 0 or Y^19 and K>0 or LC = \\ then 
goto bOO 

7 SO X=X*J : Y«Y+K 

7tO if point (X'S+S, Y*8+25)< >0 then X*X-T ■ y-Y-K 
77Q qwindow 1 t L 1 hr- 1- { scr n ( X » Y } } ; locate X,Y 



goto 600 
inverse on 



lnwer*c n?ff ; qwindow n 

top 

?ao tnk O ; bar 0>Q to o39 T 9 



locate 3QfLC a O : print LI 



i nc LC 



print 
Ut = Wt*-Lt 



goto 



continued 
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79Q for A*l to 20 

BOD if Wi*wDf(A) then qyihddu O - horn* 
UDl ( A) =stringl ( ' ? 12} - goto B3Q 
BID ne*t A 

B2D ciwindou 1 : for A=l to lenlVII} : locate T SY j print rhr t ( scrn tSX, SY ) 1 
5X*SX + J SV*SY+K : r*#xt A ; window 0 ; nome ; centre "I4i?rd h&t found'" 3 
10U : YE$2=1 : flOtt* 5^0 
&30 qwlndov 1 i for A=l to loniU*] 

S40 locat* SX P SY : pr int Chr * (scrn [SX, ) 3 : Ink 1 : bar SX*fl+G , 3Y*e *2T* to 
->' I «+16, 5Y*£+31 i ink □ 
S50 SX=iSX4J ; SY = 5Y*K 
S6D next A 

BJO u&it 100 : YE^?=1 

SSD rem HAVE ALL WORDS BEEN FOUND? 

890 CHK = 0 : for A=\ to 2C : It or- lef t* C«D* < a) ■ 1 3 =" 

900 next: A 
910 goto 420 
920 rem ENTER UOfiOS 
930 clft 

940 under on : centre "ENTER WORDS (max 12 letters] & TITLE 
Locate 0,2 ; print h Tl U*? : " i locate S T 2 : print T* 
950 for A*£ to 23 : locate 0 f A = print 5 trt I -chr* ( 32 ) ; * 
Prjnt WO*{A-3J ; next A : Ojrs on 

L.=2 L locate G+COUNT (L) ,L 

renpat 

9B.D Kt=lnkey* : SC = E CB ncode 
990 if SC = 71 then fcur A-l to 20 : WD*Ca} 
COUNT £a)=0 l next A 



then Inc CHK 



under of f : 



locate 4 , A 



next A 



dee 



for A-O to 23 i 

T*-"" = *oto 930 

tOGD If »ctKI)>3l end asc(K*)<12? and COUNT EL X 20 and L=2 then print Kt - 
COUNT (L) ' ^ 

1O10 If Bae(Kll>96 and e?3c{K*)<123 &nd COUNT CL > < 12 and L>3 then print Kt- 
COUNT CD 

1O20 if and C0U*l?(LJ>D then cleft 

COUNT (L) 

iOAO if fSC~BO or SC = 2& or 5C=H4) and L-2 then L*4 

sc*o 

1O40 if (3C=S0 or Sc = 2B or SC*114) D nd L<M and L>3 then 
4+COUNTtL J ,L : SC*0 

S .locate i+CQUfc|T£L) ,1_ ; 
locate a+COUNTfLj.L 



inc 



print tnr4(32ii : cleft 

locate 4+CDUNTCL).L 
Inc L : locate 



sc=o 



1Q5Q if 5C = ?2 and L>4 then dec 
1Q&Q if SC = 72 and L*4 then L^2 
1Q70 if SC=1 tnc-n goto 1O90 
108.0 until SC = 2& and L«25 
lOTO for B»l t* 20 : UD*(B3="" 
1 lOO for A=4 to 

itlO if *Cm(A, <>32 tnen Up* ( B^UD* ( B) +chrt [acrh C A T S+3) 5 

1120 if acr-nf A. B+3)=32 th*n goto 114-Q 
11343 next A 
liiO next B 

11 SO r M TITLE OF U0RD5EARCH 
lltCJ T*=" - : for A=?B to 27 
117D T*=T**chr*(jfccrn(A.2j ) 
iiatl ne^t A 

1190 i f TI=spaoe* (20) then T* = " ijnt it led" : COUWTC23=8 
1200 goto 30 



Listing 2 



D 


D 


0 


I 


C 


S 


U 


P 




L 


E 


A 


N 


Y 


T 


E 




R 



10 on error goto 2l.Q 

20 mode l j k<-y off ^ click off 

50 dim L*(999«5) s E=0 

40 Ft-file itlectlCV * H , "Load text filw (OOC,ASC or TXT) H f i ) 
open in #1^* ei*e default - end 
&□ rem LOAD DOCUMENT INTO MEMORY 
60 hide on : ours off t locale 0 F 10 : centre 

: repeat 



Loadln-9 "+F J 



if F*0' H then 



Xocatr 0,12 



centre " U^e up and down arrow 
uindooen 3, 0„ 2i + 1 , O : inverse 



centre "Please wait" 
70 line input ft! . A$ 
SO L*(E)=AS ■ inc E 

90 until e^f { Itl )--l i en = E : D>sD : C = 22 
1O0 Close tl 

110 rem DISPLAY DOCUMENT 

1^0 Cls : windopen 2,D 1 0 P SQ,l,n : inverse on 
k.eva to scroll through text." : inverse off 

on j centre "Prew 0 to cult program or L to load another file." inverse 
windopen 1 , □ , l r &Q W 25, 0 : scroll off : turs off 
liO for A^Q to 22 : locate 0 T A : ^rint LitA) : next A 
1AO Kt=lnker$ : SC^sconcode 
ISO if uoper*{ K* )-"=Q" then default ; end 
16Q If up>pert ( K* > =*L " then cur* on : show on 3 run 
170 rem SCROLL DOCUMENT 

ISO if SC-fiO and C<en then locale 0> 22 : acroli on 1 scroll up : scroll off - 
inc C : inc D 1 locate 0,22 : print Lt(C) 

1^0 if SC=72 and D>0 then howe : scroll on s scroll down : scroll off : dec C 
dec D ; hom* : print LffD) 
^□O goto 140 

210 eta s locate 0*12 : centre "unable to load file - pretfe a k 
z wait key ; show on = run 



Y - 



; C-ie-ur key 
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ST GAMES ... ST GAMES ... ST GAMES... 



ANARCHY 



You grasp the joystick 
Jimily Jn your right 
hand and prepare fnr 
the onslaught of aliens to 
come, The sweat pours down 
your face and into your eyes, 
so you blink it away, Sudden- 
ly, I he ship gives a violent jolt 
Your attention is drawn to the 
scanner. A mutant closing ... 
fasti You swerve to the side 
and Just about avoid it. But It 
realises that it missed so il 
comes back. In fright, you 
slam your hand down on the 
smart bomb button and wait 
for the fireworks - 
A lovely sizzling red hot Psyg- 
riosis re -release from 1990 Is 
stunning your way in the form 
of Anarchy ■ a clone of the 
game that will be remembered 
forever - Defender. 
The gtiniepliiy involves Hying 
around over a parallax scroll 
ing planet to save ten golden 
pods from the naughty aliens, 
who want the precious subst- 



ance wlthlll them 
to I ran s form them 
selves into 
mutants. Your 
weapon is a single 
beam laser to 
begin with, but as you kill the 
aliens they release small pods. 
Fly over these mid you gain 
extra weapons. The additional 
lirepower available includes 
Boost, providing rapid firing 
lasers: Twinshot which gives 
you double lasers; and Can- 
non, which results in an out- 
rider floating with your ship 
and firing with it. It all sounds 
very unoriginal, doesiVt it? - 
like Defender crossed with the 
latest arcade shoot em ups - 
but it's very playable indeed. 
Graphics wise, it's what you d 
expect from Fsygnosis, Superb 
Is one word which sums up 
the whole kaboodle. The 
scrolling is super smooth, the 
aliens and your ship are well 
animated, and the game 



L^^i,,.^,,^ . : V 
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FACTS 








fitte: ANARCHY 








Publisher: Sizzlers 






(Psygnosis) 








Price: £7.99 








Reviewer: Peter Dovison 



doesn't slow down however 
many sprites arc on the 
screen. There are lots of diffe- 
rent terrains to fly over, and 
guardians to defeat which look 
horribly real, especially The 
Brain - the first one you meet 
Some are quite digustlngf 

On lhe sound front the game 
is average. Not particularly 
good, but not bad either. 
There are lots of sound effects, 
though. The only one I feel is 
missing is an engine sound. 
On the title screen there's a 
sampled tune which Is Jairly 
impressive, but not the best 
youVe ever heard. 

Overall. 1 found Anarchy 
great fun, It's highly polished 
In presentation and plays 
superbly. 



SIGHT a SOUND 



The sound caufd be improved, 
although what's thete is just 
obout adequate, graphics era 
super 



GAMEPLAY 



Very good, incredibly piayabfo 



VERDICT 



Wonderfuii if you missed it first 
time around, it's Q bargain as a 
budget rB-f&tease 




FACTS 



Title: 

Publisher: 



Reviewer; 



SPELLBOUND 
Sizzlers 

(Psy gnosis) 

£7.99 

Peter Davison 




SPELLBOUND 



SIGHT & SOUND 



Graphics are quite spectacuiar, 
but unfortunately the sounds 
don't quite live up to the some 
standards 



GAMEPLAY 



Nat very good at aif 



VERDICT 



Sadiy not one at Psygnosis" best 
games 



Just as you were about 
to advance a grade in 
the School of Magic, 
your tutor goes and gets him- 
self kidnapped. You have lo 
reseue htm or you'll never 
graduate, 

Spellbound is a re-release of 
a fairly rerent Psy gnosis 1 or 2 
player arcade adventure. 

t hose of you who own an 8-bit 
may remember Spellbound as 
a superb adventure game in- 
volving the ' magic kniglit* on a 
quest to save all his friends. 
This game is nothing like It. 
It's a platform game with lots 
o| spooling mul collecting ob- 
jects to remove obstacles, not 
exactly the most original of 
concepts, nor indeed storyline. 

The gameplay may entertain 



you for about half 
an hour or so, but 
then you'll discrov- 
er its true colours 
- a sort of grey in 
gameplay standards. Basical- 
ly , what you must do is roam 
around (he various zones 
shooting everything and col- 
lecting bombs to blow up walls 
mid gems to destroy energy 
fields. You may wonder why I 
don't think Lhe game Is very- 
good and the main reason is 
that the whole game Is far too 
difficult for the average games 
player. Another is that once 
you get ihe hang of the game, 
you may be given a password 
for the second level but don't 
try typing it in on the startup 
screen - It doesn"1 work! J set 
off with high hopes for the 
game, but as I progressed they 
fell rapidly, Not even the two 
player option makes much dif- 
ference, 



The standard of the graphics 
throughout the game is very 
good. The backgrounds, 
sprites, and foregrounds are 
all drawn wiih Incredible 
riliemimi to detail, The clflhat 
you control even lands or] his 
backside and rubs his head if 
he falls too far! The back- 
grounds to the various levels 
look superb, and the fore- 
grounds are detailed and 
shaded, giving them a very 
slick appearance. Unfortun- 
ately, it's very easy lo see past 
the flash graphics into a dull 
game, 

Sound wise, the game isn't so 
good* There are no sampled 
sounds (very unusual from 
Psy gnosis) and there's no 
music on the title page. The 
sounds are very sparsely dot- 
ted around, and arenT parti- 
cularly spectacular mainly 
consisting of Pukchtoof! and 
Ping! noises. 
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EDUCATION 




T'S THE TIME? 



In Issue 53 1 reviewed a 
couple of good quality 
budget priced educational 
programs from Rainbow 
called First Letters and Shapes 
and Colours. These have now 
been joined by another called 
Telling the Time. 

It s supplied In the same col- 
ourful packaging as its prede- 
cessors , and like them comes 
on one double sided disk 
accompanied by a simple in- 
struction sheet. Again like the 
earlier program s it uses Bobby 
Hie Clown as a theme charac- 
ter, and as expected he 
appears frequently throughout J he prog- 
ram Lo encourage your endeavours. 
On hootup the program presents you 
with a colourful graph ical menu screen, 
from which the program's five main func- 
tions car be chosen. These are - Ana 
logue, Digital, Analogue to Digital, Digital 
to Analogue, and Alarm Clock, Each 
teaches a skill and gives practice in the 
logic of telling the time In different ways. 

ANALOGUE - teaches telling the time 
using an analogue clock (for any non- 
techies out there - that's one with 
hands!). It has three difficulty levels, 
namely: hours only. Tor example four 
o'clock: quarter hour intervals, e.g. quar- 
ter past seven; and finally the five minute 
intervals, e.g. twenty five pa si six. Each 
level is subdivided into two secUons each 
presenting you with five questions. In the 
first section the clock hands move to a 
specific time and you I hen select the cor- 
rect time from a list of possible answers, 
using the cursor /return keys or the 
mouse, In section Lwo you have to move 
the clock's hands to the time requested, 
again using keyboard or mouse, 

DIGITAL - this Is Identical in concept 
to Analogue, but uses a digital watchface 
instead. It also has an option to use 12 or 
24 hour clock, the latter adding to the 
difficulty, 

ANALOGUE TO DIGITAL helps 
you learn to convert times shown by an 
analogue clock Into digital cloek form. 
You have to read the analogue cloek face 
then set the digits on the watch to the 
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equivalent time. Again there are three 
levels, with 12 or 24 hour format to in 
crease the difficulty further, In 24 hour 
mode an AM or PM flag is shown on the 
analogue clockface as appropriate, 

DIGITAL TO ANALOGUE as 

above* but in reverse. You read the digit- 
al wuU-h1'a< v and move the hands ol \\'\r 
analogue clock to the equivalent time, 

ALARM CLOCK - allows you to set 
(he alarm hand on Dobbys analogue 
alarm clock to remind him when to do 
various things, such as wake up, go 
shopping, eat his dinner, and go lo bed. 
The clock hands then move round rapid- 
ly and the bell rings at the Lime the alarm 
was set, 

There's also a Level /Play Again screen 
reached by pressing the ESC key. 'Hits 
allows you to change level, start again, 
se( 12/24 hour mode, or exit. 



REWARDS 

Answer a problem correctly and you'll 
reieive a hig "thumbs up" from Bobby, a 
short burst of music, some amusing ani 
mat ion of the clock or watehface. and a 

Well Done!" message onscreen. Incorrect 
answers earn a gunshot sound and an 
invitation to try again, llierc are no hints 
given after several incorrect attempts, 
nor is the correct answer ever given. 
You're expected to keep trying until you 
get it right. CompleLe a level and you're 
treated to an animated reward sequence 



involving Bobby; There only 
seem to be three different 
sequences, so this could get a 
bil boring alter a while 
Visual quality is very good, 
using big, colourful, well 
drawn graphics. The analogue 
clock is particularly attractive - 
its face smiles at you when you 
answer correctly. Animation is 
adequate for Ibis type of prog- 
ram, although the program- 
mers do seem to have taken a 
few shortcuts. Sound is hand 
led well too, although rather 
sparse. The end of level reward 
w sequences take place in com- 
plete silence and really could do with a 
little musical accompaniment to liven 
them up. 



CRITICISMS 

Criticisms? Well yes l there are a few. I 
lb ink the program could be made more 
helpful by providing a hint or giving the 
correct answer after several incorrect 
attempts. Also, some form of suppleme- 
ntal marking of Ihe analogue clockface 
should be provided to help clarify the 
concept of five minute and quarter hour 
intervals, and "past" and "to". One 
annoying point is that the analogue 
clock's hour hand only ever potnls direct- 
ly Lo the numerals, which could be con- 
fusing. Unlike a real clock it's never seen 
between two numbers. H.Warc Software 
got It right with their Master Time prog- 
ram (see review in Issue 50). which Is 
designed to do exacLly Lhe same Job as 
Telling the Time. However, Master lime 
is a lot more expensive, so I guess you 
get what you pay for. 

Overall, I liked Telling the Time. Despite 
the criticisms It should still be capable of 
helping you teach your children Lhis im- 
portant skill. And at £7.99 it represents 
good value for money. 



TELLING THE TIME 

Rainbow Educational Software 

Price £7-99 
Reviewed by John S Davison 



FREE! FROM SILICA 





STARTI 



W"un yflj Duy piX-i" neft- *lar f=20 1040 or Msgs 
ST-E computer frum Silica System*, we m\ wit 
rtu ai adtfltonal E3£-i 75 worth dI software rREE 
fcf CHARGE, inducing same great BiNah^r: 
and podumtf programs. These free gfts vril 
introduce- yau 1a the mnrid al £7 curnputftg and 
he p you Id gel Off w a tyr gslgrt wtj! yaur new ST. 
Rms, will every ST ana TT, we wil u>b ycu 16 
nigNs holiday howl ttoommor^rui fcf you and 
your iamJy ft enjoy b break al name nr abroad. 

16 NIGHTS HOLIDAY 

HOTEL ACCOMMODATION 

Entry Alari ST Irtxli SHfca COmeB suppked with 
a Iran 72 pd^e COlQLr bfOCfUins wtlh aowm- 
rnoduliun vOuClrtiS. i&mce ? P^OOfe to 

Hlfiy up- 10 a tOlfll <Jf IS ilQtflS -n vrtf cA 
hOWfe *rfl BCCOTrnoflftlinri FREE. All you 
lhlth lo Pms 1 for 3/9 ynur moats (prices are 
isted In thfl brochure^ 



TENSTAR PACK: 

Asrtflw rzq.-gg 

CtfriSS PLfl y£R2TK".' .. .. £24 35 

DfltWN' FORCE ...£19-95 

i.rVE,dN£>l£TDJE „„.. £19.99 

ONSLAUGHT _._ E24.W 

PJPErVMNYA t1S 

flrtrt DANGEROUS 

flGCK 'W'fldiL C19.99 

SXWEEK C19.99 

TRIVIAL PURSUIT 

PRODUCTIVITY PACK: 

IstWOFD ESfl.SS 

lVtr:l fnfrrtfttfrq pdCta^d IrOfi GST 

SPELL IT.. tl&S9 

Sowing r^uckv ru ca-pfcnwnl 1st Wore 
5T BASIC £34.99 

TOTAL VALUE: E32175 



WORTH 
NEARLY 



REE BROCHURE 1 . 




520ST-E 
START PACK 

The perfect 
introduction to 
home computing 

PLUS! 
FREE GIFTS 
FROM SILICA 

(SEE PANEL ON LEFT) 



F3 39.99 



RETURN THE COUPON FOR A 
FREE COLOUR ST BROCHURE 



520ST-E 
DISCOVERY XTRA 




HARDWARE: 

5HJ5T-E COMPUTER C299.B9 

nw-y iF-tM OKj jijitflaM ww*. 

Tj hi :t ju xr hamwl MS J lbti I>hi 

SOFTWARE - fNTiRTAmHENT: 

LOCATE -HOH ROBOT MUNyi hHS f 1 fl.!H 

hi|-l In iVnlfirf Utv ii*M! .niTr,- 

FIlMAL FLIGHT £25.99 

F +ri i>ri hiflFJ-n— -up tpurm 

NIN'r I IVtS £24.99 

SIM OnT £23.95 

TAttt OriltiM it rflyff mm C-fp 

SOFTWflflF - p&QD-ucr/vjry: 

COOTROL ACCE55UHII-:-, FREE 

V52 EML .A " r.lK HH( !(>$fiL;]R FREE 

ST TOUP MM utonU nji Ti, Jf £4.99 

t il.- dfr 

HECCWOME hanrM ckwrq ...... £49.99 

PLUS! FREE FEtJM SILICA: 

Sunn PrDduclivrty Pack E:HM.97 

T flnSlarGam<3E Pact E219J6 



1040ST-E 
FAMILY CURRICULUM 




1040ST-E 
MUSIC MASTER 



FLUSr lb hUGhfTS 
HDUOAY AJCGOMU 



Tatsii Vntiic: 
rss Pack SflvYTifi.' 
*fiLiCA Pf7}Ct : 




HARPWAffE- 

lOflDST-E OOMPUTFJH €39? 95 

BMHl IS B I GEJHHl CPU, 1Mb R^M.^DUM. 
T V Modulater. Internal -Su. I Mb Dah Drive- 

S&FWARE. MODULES: 

PlAY AND LEARN E76 59 

Prof PL*ys a Maw Ga*r« wilh WwM 
nnti £innlDnc« 

JUNIOR SCHOOL LEAVER 

Sp^l ing j>d Prrrnrp' Molhs 

OCSE ,. - £BS.W 

Mm.:-!) MhTi- F-AftSh JjHC GfrjqTiphy tlUJ 

BUSINESS E153.H 

5T WijYI, ST EUcH fi. ST Cafc 

CREATIVE ,. , E1H.97 

MjTW fV'»! II. k1.i;i:.: WnhHi mill Fn&l BASle 

PE.LV5 1 FREE FROM SILICA. 

SiIes Produrrliyrty Pack £104.97 

TcnGlar Gairas Pack £219 Tfl 



PIVit 16 HltHTE 



7orsr wu*. 1 



C1J10-.23 
Lld>jl 2j- 

t^9JM 



NORMAL R3P 



Rrf: SIC 1250 



£349 




PLUSF 1& MIGHTS 
HBLITJAy ACCOMMODATION 



HAfiDWAEE: 

520ST E CDmpuler 

wi-ii- ie-Ei mi! C^j. SiaX FuU 1 ^ Uousi, 
v wiKiiJjiku ii'HTkjrij ir.ij "Kj+vi 1 -t.si 

SOFTWARE - ARCADE CLASSICS 
Missile Command - Shed Era Up 
Cryslal Castle* - PlattCrm Cm^ 
Super Break Out - Wall OeTQlcnn 

Battle Zone 3D Tank BaBii 

SOFTVVAftE PRCOUCTMTY: 
First Word ■ Word ^-Jtu&SCr ... 

Ner>chrome - ^rl Par-^age £29. 

AN I ST - Animation Package £29, 

PW$j FPEE FROM SILICA: 

Silica Productivity Pack £104 

TenSfcar Game* Pack £219 

TOW IfrJuer E7S4. 



. £9. 
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. £9 
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£59: 
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99 



less Pec* Sa^T^: E525. 
StUCA PHtCE; E25S. 
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The Musk: Mmlf P-Sfii. ^Biuf*a G-W V I?* ^Ctf Kpuflrgijrpirsfs 
ls«J by mjawu'H CO^binea -irji tVQff^i UlDlp3Cic*g5 PP>3 
W III to ptwJ* 1 i»duCl e^irenmifil Irr n^c* ^nrj p-rfassic*ia( 
fllk*. Tns aWflfllri MC* Rwo'dkng ji>1 frjnnrj Symatn "rom 
5lBnMft FPC'S* HI UE*d dy ni^ry lw nusonns ruljarfl &re 
5lraftB BTd RWL, Usmg H&YDcom. P-jO 34 cflni*c a?kli- 

T0 WftlB B>; CfamposB nn.S»C 1& # v?ry Nr/i f UrdanJ. Ycu can recorti 
jp- 10 2* Ir^ChE. ^mJUrnrijfiy jnd ran apply mti line edrtng "x? 

HARDWARE: 

KH35T.E COMPUTEfi £399.99 

:MHZ I6E*«M»CPU. IM£-q«A 

iy»0bM[>hM 
SOFTWARE^ 

PRO 24 III Ci 50.00 

FREE FROM SI LI CA. 

Sllea ProdwJivrty Pack E"0c97 

TgnSlrjr &pmfls Pack £219.78 

TbraJ Vnfcnf; C87A.7J 
PlUSl H NIGHTS Lea-PdCn ^a^J. 1 -74 

HOLIDAY ADCDMM 5yt«^ PPJCE: S3fln.Qn 




lfiMH/1 
Pro^esBor 

3W 1.W*Mb DciiDle Sided 
Dtak Dnve 
L'S'^Mb RAM Verakwis 
47Mb Hard Dtfiv* Vijr$i0fl$ 
Av:nl;jhk! 

4-016 Colour Palette- 
Enareo a-Brl PCM £ound 
Output 

FREE &>Hca Pnodjclivit^ 1 Pack 
FftEETgnstar Games Pack 
FREE ^6 Kir^ls Hgrcuiy Attenrl. 



NORMAL HPP 



Flrf 5 . STC136' 



)£349 



0 



47..= 



mi ^ih 



£566 



£985 



IMh Hf.U 



32MHf aa-Eil 6ROH0 ProcesBOf 
3^" 1.44Mb DaublB oded 
Ois-? Drivr? 
2}4{8tJh RAM Versions 
SlEreo tVBit PCM Sound Ojipji 
4-D96 Cdaur Paelle 
Bulh-n £8as2 MathE 

Up Us 12aDic9Ba ResohiUon 
VME 4- SCSI Exrsinsirxi Ports 
EKpGfidarjJelO 3£A4b RAM 
Hard Drive E^pansjon Upl^rc 
FREE 16 N ghts Hoiday Accorr 



:m:i -iam -\iu -iam 



£1169 

STC 4filft 



£1462 

STC msa 



BUbflAH 



£1874 

arc bat? 



ALL PRICES INCLUDE VAT - FREE OVERNIGHT COURIER DELIVERY IN THE UK MAINLAND 



SILICA SYSTEMS OFFER YOU 



* FREE OVERNIGHT DELIVERY: On .=i!l narrtflBre orders shippK in lha UK mainlin-d 

* TECHNICAL SUPPORT HELPLINE; Tonn ort lechnicfil experts ai vour service. 

* PRfGE MATCH:: We normally n^atzh compatitors z>" a "Same r>fOdua ■ Sarre prfce' bftgls. 

* £SX4HL/SffEJ3 re^RSr Prc-'C-n f^^k record in prolassbnal c^rrpute- &a.las. 

■ BUSINESS + EDUCATION + GOVERNMENT; VoUme (Jsoaunrs avBJlscle OaUOB Q&8S. 
4 StfOVl/FfPOJVtSr Derronslralion a.^d training lacilib'as at our London &. &dCup branches. 

* THE FULL STOCK RANGE: AH 01 your requirements 1rom one supplier. 

* FREE CATALOGUES: Will be mailed to ydu wiln Ohers aryj sc^r-e.'periphereJ derails. 

* PAYMENT; &>y cash, cheque and all major credit ca-nds. 

Beiora ^ou dfeckla when to buy ytiut nevv Atari $Te£*neajref. we suggesl you think very carefiJIy about 
WERE you &uy i|. Consider wtet it wi\ be like a few months aller buying -/air &T, rthen you mey 
retfjire addiliona: pert^erals .inri snfrA'ave. or he-: E-d advee \>itr your new purchase. Aid ^Hl tr** 
company you buy irom conlarCt you with dtftais 0^ new products? At Silica Systems, we ensure :ha^ you 
w:l hfl'-'e nnlhincj lo =ccut. We have been estabfshftd tor ov«f 12 ve*ra. and, wrlh our unrivallBd 
cflJcrionCc and exp&lise, we can now claim to meat our customer*' requirwents wllh a#i 
understanding which is second lo rone. Bui ftxi't jutt l*e our woro: for it Gomplere and return lhft 
coapon now lor our lalest Free literature and begn lo experience the "Sica Systems Service'. 



MAIL 



ORDER: 

Iter Un55. OpV"' 



1-4 The Venvs. 



h^lhEriey Rd, Sidcup, Kent DMA 

LnlD N^t: (Jpcn« _ !0 



m Tel: DB1-3D9 1111 

Fm Hot. Ofti-M WW 



LONDON SHOP 

□panng Hocn: 



kton-Sol S 30an-C OOpfr 



52 Totleariam Court Road, London. W1P OSA 

NO Lei* Hyj'il Ofrfnii'KJ Fn* 



Tel: 071-530 40DO 

No 071- 323 4737 



LONDON SHOP: 



Sel^rirJgeE mi puari. Oxiord 

H:r-..S61 4 3tiAir*GjXpwi LnlD Htghl: 



Street, London W1A 1 AS Tel: D71-EZ9 12J4 



EIDCUP 



&H0P; 



Hathfrrtey Rd, Siccup. Kent. 0A14 

I nil* Nirjhl: FniHy Lrti .'rx-- 



4DX Tel: DB1-3C2 ( 

Ftii My" 0S1-3MI O01" 



: Silica System? NAUSR-1 192-79, 1 -A The Mews. Hatnerley Road, Sidcup, Kent DAH 4DX 



PLEASE 5END A BROCHURE ON THE ST RANGE 



VI-Mr!3'"Vl!3y' , r.1i 



Add'esai 



Innisls 



Surname 



.„ ~\ MAIL ORDER HOTLINE 

^081-309 1111 



SILICA 
SYSTEMS 




.... Po&icode; 



Tel i Home) Tal 

Company Name (i1 applicable) ..,.„.,-.... 



(Work): 



Which computers). \! any, do you o^n^ 

bats. ■ Ac^f^wd prnrn h-« HwuliuAri-rt tiuyi.n^'^A ■ Piao&a 'tiTj-'irhu CLiu:-:* 1 b - i-c Isikk urtxr-altor. 





with orders over £1 0 

Yes a £9,95 Datasofi game absolutely FREE when you 
spend over £10 with the Accessory Shop. Check out the 
offers on this page and on pages 47 to 51 and send or 
phone your order. If it comes to more than £10 {excluding 
postage) we*Il enclose a copy of this Pacman type game 
absolutely FREE if you ask for it. * 

*NOTE the game is on disk only and we will not therefore include a 
copy automatically unless your order contains disks 



FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY 
SHOP ARE ON PAGES 47 to 51. AN ORDER FORM IS ON PAGE 52 



lfciur £i¥H-fFfil challenge 
lies, ahead-arid downtfaniik 




I 



DISK ONLY 




The Infocom ClafrfiiC and 1he advenlure game thai changed the way 
all future adventures were written. The Greet Underground Empire 
□t ZDrk is well documented by mow and thousands ot players have 
become addipls graduating to InfoconTs more difficult adventures. 
Zgrk I islhe ideal introductory level adventure for beginners or 
Ihose witli a Utile experience. \t you have never vtnlurcd under- 
ground before now Is the lime in try, It's never been cheaper to 
expand your universe I Classic original Infocotn packaging with 
excellent manual and a map. 



CHECK OUT 
THE ACCESSORY SHOP 
PAGES FOR MANY 
MORE BARGAINS! 



OUR SPECIAL 
OFFER PRICE 



£2.95! 



LOWEST EVER PRICE ROMS! 




KABOOM 



Challenge the Mad Bomber as he tries to bomb you out ot 
sight. Can you catch his bombs and dowse them in time? 
Or would you tike to be the Mad Bomber and try to flatten 
one of your friends? Lots of eKcitement for one or two 
players in this addictive arcade game that won awards for 
Best Audio and Visual Effects when it was first released. 
Simple yet addictive. 



ROM CARTRIDGE 



OUR PRICE £2.95 




MASTERTYPE 

Now anyone can learn to type whilst playing a challenging 
game. Mastertype was one of the original game based 1 typing 
tutors which requires you to zap enemy words as they 
approach from the four comers of the screen. But it not really 
a game for. before you realise it, you will become quite 
proficient on the keyboard as you progress through 1B les- 
sons of increasing complexity. 



ROM CARTRIDGE 



OUR PRICE £2.95 



SUPER SPECIALS 

MAXWELLS DEMON 

Cheqk out I he review in Issue 49- Paul Rixon found 
this simple game to be quite addictive and al this 
price can you afford not to become addicted ! It's a 
different type of game, mora In trie Tetris mould than 
an arcade game. It sure makes you think and the 
price won t break you if you don't get fully hooked. 

DISK ONLY Recommended price £9.95 

SUPER SPECIAL JUST £1.99 

MR ROBOT & HIS ROBOT FACTORY 

One of the most famous of platform games that has 
you jumping over fire, running over breadmills and 
bombs, c limbing ladders, sliding down poles and 
mpre with some great graphics. Master all 22 screens 
If you can and then create! your own for neve rending 
fun. This is what piatform games are sH about. 

DISK OR Recommended price 

C A SSETTE £735 msettef£935 dhk 

SUPER SPECIAL JUST £1-99 

ZAXXON 

One of the all lime classics for the Atari. Zaxxon set 
new standards when first issued and was copied 
many times. Pi let your craft across the unique 3 
dimensional battlefield shooting enemy fuel tanks, 
anil-aircraft tanks and missiles before launching off 
through space fori he ultimate conflict wkh a mighty 
robot - few have got this far! Zaxxon. often copied, 
never bettered and NEVER at this incredibly low 
price! 



DISK OR 
CASSETTE 



Recommended price 
£7.95 imteiiti£9.9S disk 



SUPER SPECIAL JUST £2.99 



ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ON PAGE 52 OR BY WRITING TO 
THE ACCESSORY SHOP. PAGE 6, P.O. BOX 54, STAFFORD. ST16 1DR 
CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928 



